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Not content with releasing 
the rather wonderful 


Warhammer: Dark Omens 
later this year, those nice 
chaps at Mindscape/SSI 


will be bringing out another 
Games Workshop 
computer game before 
Christmas. 

This time it's a 
Warhammer Epic 40,000 
game, under the working 
title of Final Redemption, 
which includes over 
twenty minutes of live 
action footage. It’s a turn 
based strategic battle 
game in which you fight to 
claim back the planet 
Volistad from a Space Ork 
invasion. 


———— 


you play the Imperial forces 
with the combined might of 
the Imperial Guard, Adeptus 
Titanicus and even some 
Space Marines at your 
disposal. In multi-player 
mode you can also play the 
Orks with all of their 
buggies, bikes and 
Gargants ready for you to 
crush the Imperium. I'll be 
looking at the game in more 
detail in a couple of months 
time, but in the meantime 
feast your eyes on these 
screenshots from the game. 
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In the single player game 
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MADNESS 
During the September/ 
October school holidays, 
every Games Workshop 
store will be running 
awesome games and special 
evenis, Warhammer 40,000, 
Warhammer, Epic 40,000, 
and Necromunda will all be 
featured, as well as 
introductory preveiw games 
of Gorkamorka, All you have 
to do ts drop in to your focai 


Games Workshop store and 
join in the fun! 


AUSTRALIAN 
TRADE SALES 


Do you want 9-5 office hours, one hour for lunch, a 
sensible working environment, constant supervision 
and no responsibility at all? 


If any of these things appeal to you, 
STOP READING NOW! 


The Games Workshop Australian Trade Sales 
Team are looking for a few dedicated, 
hard working goal achievers. 


If you think you're capable of joining the cutting edge 


of Games Workshop in telesales or as a road rep, 
then give us a call NOW! 


Call us on (02) 9829 6000 
or send an application to: 
Personnel Officer 
Games Workshop 
PO Box 576 
Ingleburn NSW 2565 
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Once again we present 
you with @ sighting of 
White Dwarf being read 
in yet another incredibly 
unusual place. This time 
the rapid snapping 


camera prowess of 
David Owen Meller 


Far on the fringes of the Games 
Workshop Empire, there is a 
mountain. From a distance, its 
white slopes appear to be 
covered in snow. Look closer 
and you will quickly see that this 
particular mountain is 
composed of nothing but 
thousands of Reader Feedback 
forms telling us what you think 


-_ 
NEMESIS! 


captured this motley 
crew of GW _ store 
managers ignoring the 
thrills and spills of the 
Nemesis ride at Alton 
Towers, UK, to bury 
their heads in their 
favourite magazine. 


of our newest venture, 
Inferno! And the good 
news is - you love it! In 
fact, our first issue sold 
out in just over a week! 


If you've not come 
across it yet, Inferno! 


is a thrill-packed 
collection of 
rip-roaring short 
stories, comic strips, 
cutaway technical 
diagrams, battle 
maps, action 


photographs and 
much more, all set in 
the worlds of Warhammer, 
Warhammer 40,000 and 
Necromunda. Issue one came 
out at the end of June (you may 
also have seen our exclusive 
preview Issue Zero in WD 210 
and the reaction has been 
sensational. The biggest 
response seems to have been, 
‘Wow! Why didn’t you do this 
years ago?!’ 
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This month's Epic 40,000 releases 


TYRANIDS 
or Assault Spawn: Haruspex (Three models per blister) $15.95 
; | pe? p 
Ke 1) Assault Spawn: Malefactors (Three models per bistet) $15.95 
=] Assault Spawn: Trygons (Three models per blister) $15.95 
[me | | Blovores (Five models per blister) $12.95 
eT Zoanthrope (Four models per blister) $12.95 
@ Carnifex (Four models per blister) $15.95 
_— | Dactylis (Three models per blister) $15.95 
| .. Exocrine (Three models per blister) $15.95 
| Pe AE Harridan (One model per blister) $19.95 
fi Hierodule (One model per boxed set) $34.95 
Hierophant (One model per boxed set) $39.95 


As you are reading this, da Mai! Order Trollz are putting 
the finishing touches to their first “offishull noosletta”, Da 
Trollz Lair (binding it with those stringy bits of sinew you 
find caught in your teeth after eating four whole 
chickens). Give da Trollz a call on (02) 9829 6111 and 
see if you can snag yourself a copy 


Well, heartened by such a 
reaction, we're going to bring 
Inferno! out every two months, 
which means issue two will be 
out any day now. The high point 
of the new issue has to be the 
first chapter of Bloodquest, our 
banished Blood Angels comic 
strip. White Dwarf readers 
meanwhile, may just recognise 
the authors of a couple of our 
stories: Gav Thorpe’s Birth of a 
Legend is a rollicking fantasy 
epic, while Mark Brendan's 
doom-laden Tenebrae is just the 
thing to give all Warhammer 
40,000 fans nightmares. Also 
look out for Ralph Horsley’s 
astonishing cutaway through 
the besieged Dwarf hold of 
Kazad Grund, more rivetting 
short stories from Chris Pramas 
and Ben Chessell and cracking 
artwork from Geoff Taylor, 
Simon (Sinister Dexter) Davis, 
Dave (Slaine) Pugh... and 


BLACK LIBRARY 


there's someone going by the 
name of John Blanche. 


Back in the Black Library, the 
Inferno! servitors have been 
bolting together Issue Three. 
Details are hazy at present, but 
listening at the keyhole revealed 
the following cryptic 
conversation: Whisper whisper 
Wayne... cover. .,. whisper... 
cutaway Leman Russ... 
whisper... Eldar comic strip... 
whisper whisper... who's that 
crouched behind the keyhole? 


Meanwhile, editor Andy Jones 
has been off at the world’s 
biggest comics convention, in 
San Diego, California (yes, it's a 
hard life being Inferno! editor), 
snapping up yet more top talent 
for future issues. Look out for 
some cool holiday snaps next 
time we venture through the 
creaky door into (cue dramatic 
music) The Black Library! 


INFERNO! 2 IS OUT NOW, PRICED $9.95 


FROM RUSSIA 


WITH L??? 


There is disturbing evidence to 
suggest that the cold war is 
still, raging unchecked in 
Nottingham. Design Studio 
Figure Painter Jakob Rune 
Nielsen recently took 
advantage of Games 


This month's Warhammer releases 


Organ Gun (One war machine+crew) 
Bolt-Thrower (One war machine+crew) 


Maiden Guard (Three models per blister) 
Maiden Guard Champion (One model per blister) 
Everqueen and Maiden Guard (Seven models per box) 


Armoured Skeletons (Three models per blister) 
Armoured Skeleton Wight Champion (One model per blister) 
Armoured Skeleton Command (Two models per bitster} 


$29.95 
$24.95 


$14.95 
$11.95 
$49.95 


$14.95 
$14.95 
$14.95 


Workshop’s great old metal 
sale in order to purchase more 
Citadel miniatures than 
anyone could possibly paint in 
a lifetime. A secret microfilm, 
reprinted here, reveals one of 
many handovers of the figures 
by the man we knew as 
Jim Butler, who has 


What is the ideal weapon for 
slow, fear causing infantry — 
swords, bows, or spears? Yes you 
guessed it, it's the spear, and this 


_ oO 


GETTING TO THE POINT... 


now been identified as the 


Secret Agent, Grigori ‘the 
Hawk’ Butlinski. The 
technology used in the 


handover has been identified 
as a revolutionary figure case 
not previously seen in the 
West. It can cope with a load 
twice as big as_ its 
predecessor, and we have 
already replicated the design 
for the more wholesome 
purpose of transporting your 
armies from your homes to 
your battles. 


Our inside sources believe that 
Secret Agent Nielsen is going 
to meit down the large 
amounts of old metal he now 
has access to for the purpose 
of building himself a nuclear 
bomb shelter. We think the 
excess models are intended to 
provide him with something to 
while away the rest of his life 
with after the Armageddon. 


The new figure cases are 
available now for $59.95. 


month Citadel release the new 
Armoured Skeletons sculpted by 
the talented hands of Aly 
Morrison. 
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Easily capable of 
blasting apart even the 
toughest and most 
heavily armoured of 
foes, this devastating 
weapon is a must for 
every Dwarf general. 


lf you think that one 


cases are 
for $59.95. 


The Dwarf Engineer's 
Guild has obviously 
been hard at work this 
month, also churning 
out the new Dwarf Bolt 
Thrower. When a more 
precise artillery strike is 
called for, you just can’t 
beat a Bolt Thrower. 
And massed bodies of 
infantry make ideal 


targets too, as the 
massive missiles 
launched by this war 
machine can punch 
through rank after rank 
of enemy troops. 


Dwarf generals should 
also make sure and 
check out Studio Design 
Manager Alan Merrett’s 
Dwart army later in this 
issue, alongside the 
next installment of 
Thorskinson’s Island. 


LOCATION, 
LOCATION, 
LOCATION!. 


Accompanying the release 

of the first Warhammer 40,000 
scenario pack, Storm of 
Vengeance, our stores will be 
running afternoon games from the 
22nd to the 26th of September. 


These battles will feature the new 
Space Marine Scout models, and are 
designed to show you the power of 
infiltrating troops. 

Contact your local Games Workshop 
store for details. 


By the way, since many you (as well as Games 
Workshop staff were wondering, we think a 
stoater is a small, stoat-hunting dog. 


Dwarf Bolt Thrower 


FRATERIS MILITIA 


You might recognise Paul Muller 

(right) from his earlier days here as 

a Games Workshop figure painter. 
Well, Paul's moved on since then, and 
~ has now joined the Citadel design 
team sculpting miniatures. The Frateris 


UT... Militia, released this month, are Paul's 
debut models. Keep your eyes peeled for more of 
ase the new Paul's excellent work in the future. Paul Muller 


3 sculpted by 
ids of Aly 


Steve and Adrian give 


TRAVEL 
40K 


I's amazing the lengths that 
some people will go to have 


Collecting a Warhammer 
army? Of course you are! 
And that’s why you need 
to get your hands on 


the game a road test 


a game of 
Warhammer 
40,000. Glen 
Robinson, 
from GW 
Australia, was 
so put off at 
not being 
able to take 
his usual 8' x 
4' gaming 
table with 
him on his 
flight to the 
UK, that he 
decided to build his very 
own travel 40K set. Enlisting 
the services of his 
colleagues Tero Kanko and 
Dave Taylor, they came up 
with the set you can see 
above. The whole thing, 


including the gaming table, 
is small enough that it will fit 
in its entirety into a normal 
sized figure case. 


The models are all taken 
from Epic 40,000, and 
mounted with pins on their 
bases. This enables them to 
be stuck securely into the 
board. That way when you 
hit a bit of turbulence your 
miniatures don’t ail go flying 
off, spoiling your game. 
Likewise, the terrain is all 
taken from Epic 40.000 
and pin mounted for 
stability. If you look hard 

you might even spot that 
Dave's done a conversion of 
the 40K Chaos special 
character Abaddon! Mad! 


some of these 
Warhammer Roster 
Sheets and Army File 
Cards. They're perfect for 
keeping track of your 
regiments, as well as for 
planning out what you 
want to get next. 


This month's Warhammer 40,000 releases 
Storm of Vengeance (Scenario pack) 


ORKS 
Nazdreg, Bad Moon Warlord (One made! per blister) 


SISTERS OF BATTLE 

Battle Sisters (Three models per blister} 

Battle Sister with flamer (One model per blister) 
Battle Sister Icon Bearer (One model per biister) 
Battle Sister multi-melta (One model per blister) 
Sister Superiors (One model per blister) 
Seraphim Battle Sister (One model per blister) 
Seraphim Battle Sister with flamers (One model per blister) 
Seraphim Sister Superiors (One model per blister) 
Uriah Jacobus (One model per blister) 

Imperial Preachers (One model per blister) 
Imperial Frateris Militia (Four models per blister) 


SPACE MARINES 


Ravenwing Attack Force (Boxed army deal) 
Scouts (Boxed set of five models) 


The file cards are also a 
great time saving device. 
Instead of having to 
choose your army from 
scratch each time, you 
can just go through your 
file picking out units 
you’ve already worked 

out, until you 

reach your 


NAZDREG 


Imperial forces beware, Nazdreg 
Ug Urdgrub, Bad 

Moon Ork 

Warlord, is here! 

Figure painter 

Mark Leake thinks 

that this is his best 

piece of work to 

date, and I’m sure 

you'll all agree. We 


required army size. We’ve 
also found that you can 
easily pick up file card 
storage boxes, like the 
one shown below, from 
just about any stationery 
shop. These are great for 
keeping all your cards 
organised. 


tEG 


The High Elves are a wise and ancient race, 
whose chronicles date back to when the 
world was young. Their deeds and 
achievements were legend before the 
tribes of man ever arose to power in the 
Old World. Proud of their noble heritage, 
the High Elves are a graceful and cultured 
people, yet unflinching in baitie. They are 
masters of arms and the secrets of High 
Magic, and once aroused, their wrath is 
terrible to behold. 


This new High Elf army book contains a 
comprehensive history of the great 
kingdoms of Ulthuan, and of the 
Phoenix Kings and the Great Sundering. 


ize. We've 

: you can 
file card Rules for the High Elf Repeater Bolt 
like the Thrower, Citizen Levies and High Elf 
low, from Enmities are covered in the book, as 
i well as new rules for Dragons and rales 
rpc covering the secrets of Ithilmar, a 
sur ccarde unique metal long prized by the High 


Elves for its amazing properties. 


Acomplete army includes the Phoenix 
Guard. Dragon Princes of Caledor, 
Silverhelms and many others. A 
separate section introduces great 
Elven heroes, such as Tyrion, 
Champion of the Everqueen; Teclis, 
the greatest of High Elf wizards: 
Belannaer the Wise, and Alith Anar 
the Shadow King. 


Finally, the book presents a guide to 
collecting a High Elf army, as well as 
extensive information on painting High 
Elves, lavishly illustrated with 
photographs of High Elf models painted 
by the ‘Eavy Metal team. 


WARHAMMER ARMIES HIGH ELVES IS NOT A COMPLETE GAME. . 
YOU WILL NEED A COPY OF WARHAMMER TO USE THE CONTENTS OF THIS BOOK. 
CLEADEL Citadel, the Citadel Castle, Games Workshop, the Games Workshop logo and Warhammer are 
“NlATURES registered trademarks of Games Workshop Ltd. © Games Workshop Ltd, 1997. Ail rights reserved. 


NEED A 
BREAK? 


During the September/October schoo 
holidays, every Games Workshop storg 
will be running awesome games 
Warhammer, Warhammer 40,000) 
Epic 40,000 and Necromunda, as well 
as painting and modelling classes, 
special events and some _ great 
introductory, preview games of 


All of our stores will also be running a painting competition, 
so the budding Mike McVeys among you can display your 
talent to the world. 
Don't forget that Games Night is as usual during the 
holidays. Drop in and find out what’s happening at 

a store near you! , 


LIS’N UP COS’ I'M GONNA TELL YOU 
A STORY. IT’S DA BEST STORY OF 
"EM ALL, WITH BLOOD, AND LOTSA 
FIGHTIN’, AND HUGE LAOS WITH 
FISTS LIKE BOULDERS AND HEADS 
AS TOUGH AS ROCKS. SO LIS’N 
HARD... OR LL CUFF YA HARDER! 


The camp fires roared and 
smoked as the Orks huddled 
round the flames. In the darkness the 
light flickered round the rough corral of 
buggies and trukks. Under the stars grim- 
faced Orks roasted a supper of desert squig 
and sand worm. The food was good, the 
day’s fighting better, but the booty was 
the best of the lot. On a rock sat Bad 
Makz telling the ladz his story... The 
best story of them all. TheStory of ... 


In da beginning we woz all on a trip... A long trip to da 
Waaagn! Da Waaagh! Dat’s where all the best fightin’ is. 
Dat’s where the biggest and the best Orks go. An’ dere 
was us, da biggesi and bravest of the loi. Uz! Jus’ think 
of it. We woz driving across the big starry sky in a 
gigantic buggy called da hulk. Da hulk woz made of 
imetal and it woz so big that 'undreds of lads could tide 
inside... Undreds’ of undreds. 


The Orks shouted in well rehearsed unison. “To da 
Waaagh! To da Waaagh!” They liked this story. Bad 
Makz’ words conjured a familiar picture of a massive 
space hulk racing through the darkness of space, 
carrying the Orks to new battles and fresh conquests. 


Yeah! We woz goin’ to da Waaagh! Then all of a 
sudden... BOOOM! Da hulk it crashes into dis’ planet! 
BANG! SMACK! KRUNCH! Da hulk hits da big rocks an 
smashes into pieces. li smashes up just like dem 
buggies in da fight today. Remember laaz... Remember 
how dai Naggrot’s buggy ‘lies into da air an comes down 
CRUMP! Right on top of his mate's bike! Dat litile buggy 
skids for ages a’n gouges out that dig trench in da sand! 


The Orks laughed! That buggy had seemed to hang in 
mid-air for a second as Naggrot flailed uselessly at the 
wheel. The biker tried to get away but only managed to 
tum his bike half-round before the whole lot came 
crashing down on top of him. The buggy’s wheels 
sprang off but its speed carried it through the sand, 
carving out a great rut behind it. What a great victory! 


When da hulk crashed down it skided jus’ like Naggroi’s 
lit] buggy. Bui da hulk is big. So big its enormous and 
dat’s bigga than big as every fool knows. Da hulk skided 
for miles, with bits fallin’ off, and explosions, and rocks 
and metal flyin’ everywhere! it was da biggest crash ever 
‘an dats why we calls it da Big Crash! Where da hulk 
skids it gouges out this long rut in the desert for miles an’ 
miles. Now dat’s da big canyon what we calls da Skid. 
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tened to the story. That's where it all began. In the Big Crash. That's where the Skid came 


lis! ere fi ‘ 
ee st sides hundreds of feet high, its floor the bedrock of the planet itself. The Skid runs for 


trom, its sheer 


thousands of miles across the sand like a great scar on the face of the planet. 


Da hulk woz wrecked so bad it all turned to junk and dat’s where all the junk in the whole 
world comes from. Jus’ think of all da junk in da big Junkyard at Mektown, an all da junk 
buried in da desert an’ in da Skid. Think of all da nice junk what da junky Mekboys 
‘as got and all da junk the Grots ’as nicked an’ sold to dem runty Diggas. All dat 

was once da hulk so imagine ‘ow big it rusia been. Enormous it was, 


like | tells you. 

Enormous! The broken space hulk scattered over a continent. When it 
struck the planet's surface it left a cloud of debris so thick that the sun 
vanished from the sky for many years. Radiation from the hulk spilled 
over the desert killing what little life it may have once supported. 

What it did not kill it corrupted and mutated. The wreckage was 
everywhere. But even in the midst of the destruction something 
crawled fram the wreckage. Something green. 


Wot about al! uz Orks den? Woz we all burned up and torn 
Wnio bits in da crash? Woz we all smashed to bits like 
weedy Diggas and Grots? Naaaaa... Course we wasn’t. 
Woz we iacs! 

The Ork lads chanted as Bad Makz laughed. ‘No! No! 

No! No! Green is good an’ green is go! Green is good 

an’ green is go!” The shout echoed across the desert 
and was joined by the distant howl of some nameless 
wild beast. 


Gourse... Some of uz woz all burned up an busted in da 
Big Giash. Stands to reason dunnif! Maybe it woz 
"Undreds or ’undreds of 'undreds what died. | cunno an’ | 
doubts anyone else does, even dem smari Mekboyz in 
Mektow: what makes all da shooty guns an’ clever 

Sul, Fact is some of uz ladz musta made it c=: 

We're ‘ere now! An’ some of dem’ Grois 

Musta done too, tho’ it beats me al 

runty gitz could have made it when 

Of Uz Were burned up, dead an 

an all. 


Bad Makz scowled as he spoke. A tiny Grot caught his eye and 
scampered away from the fireside where it had hoped to warm 
itself. It was lucky not to be eaten. Later on, when the sand 
worms ran out it probably would be. That was how it was with 
Orks. Where there were Orks, there were Grots. Where there 
were Grots there were Squigs and other small green creatures 
and fungus... The fungus was everywhere. Throughout the 
galaxy, wherever Orks lived, planets were gradually Orkified or 
Orkiformed. Creatures.and fungus appeared as if from nowhere 
to prey upon and eventually surplant native lifeforms. In the end 
there would be only Orks and their kind. 


When da ladz crawled from da wreckage of da hulk they said 
“Ow is we goin’ to get to da Waaagh now? We is stuck ’ere in 
this flippin desert and da Waaagh is startin’ without uz.” So da 
Mekboyz, dem clever ladz, they say’s we’ 
it was. Uz brave ladz like what you and me are, we gets tog 
in our buggies and trukks and bikes and traks and we finds all 
da bits so da Mekboyz can make da new hulk! Da Mekboyz 
work an’ invent and dream up all kinds of smart siuff to make a 
new hulk so’s we can all go back to da Waaagh! 


The Orks stood as one and screamed at the top of their voices, 
“Back to da Waaagh! Back to da Waaagh!” They screamed up 
to the sky where they pictured the Waaagh going on amongst 
the glittering stars. “Back to Da Waaagh! Back to Da Waaagh!” 
They imagined how if they yelled loud enough the ladz in the 
Waaagh might even hear them over the noise of the baitle. 


So da Mekboyz makes da new hulk usin’ all dem bits wot da 
ladz bring ‘em. li gets bigga and bigga. All round it da ladz 
makes hutz and workshops an all thai. Then da ladz makes da 
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brewhuts and slopshops and all dat stuff wot vou needs. An dat 
is ‘ow Mekiown was built round da hulk. Da ladz takes all dg 
junk they find to da Mekboyz who gives em teef so they can get 
more ladz together in more trukks wiih more guns to get more 
junk. It is a clever plan and when it is finished da new hulk wil 
take us back to da Waaagh! 


The Orks stood on cue and took up the chant once more. “Back 
to da Waaagh! Back to da Waaagh!” Bad Makz raised his bony 
arm and the Orks suddenly fell silent. 


Da hulk gets bigga an’ bigga, an fatta an fatta, an one day some 
smart lad says it looks like da biggest, fattest Ork ever. ’An ez 
right! All da ladz look ai da hulk an says so too. An’ of course, 
da biggest, faiiest Orks of dem all are the great big fat Ork gods, 
Gork an’ Mork! 


The Orks sprang to their feet and took up the cry“Gork an’ Mork! 
Gork ’an Mork! Gork ‘an Mork! Gork an Mork!” until the desert 
was filled with their booming voices and Bad Makz raised his 
arms skyward. 


Da clever Mekboyz ‘ad made da god io carry us back io ths 
Waaagh! Now some of da clever ladz says dis god is Mork 
some says da god is Goik. Soon all da Orks in da world is 
shouting “Gork! Gork! Gork!” or “Mork! Mork! Mork!” An’ hittin’ 
each oiher and shootin’ and fightin’. Mekiown is burnin an’ da 
hulk is burnin’ with all dem clever ladz inside still fightin’ and siill 
shoutin’ “Gork! Gork! Gork’ an’ “Mork! Mork! Mork!” as they is 
burned and crisped to bits. 


The Orks stirred to the description of the bitter war between the 
Gorkers and the Morkers! They listened in awe as Bad Makz 
described how the new hulk ran with green blood and fires 
gutted Mektown. They pictured the Orks grappling amongst the 
flames as their world fell down about them until all was cinders 
and smoke and charred ruins. 


Yes! After da big scrap all dat was left was scrap. An’ dat is why 
nowadays we calls a big fighta scrap. Da new hulk was wrecked 
in all da fightin’ and lotz of Mekboyz were dead. Da Mekboyz 
wot was lefi, da Gorkers what shouted for Gork and da Morkers 
what shouied for Mork they starts again. Now they says we'll call 
da new hulk Gork ard iMork jusi to be on da safe side cos you 
can never be too careful with gods. So they calls da new hulk 
Gorkamorka. 


The Orks leapt into the air yelling and screaming wildly. Half of 
them shouted Gorka as loud as they could and then the rest 
roared Morka as Orkily as they could manage. “Gorka! Morkal 
Gorkal Morka! Gorka! Morka! Gorka! Morka! Gorka! Morka! 
Gorka! Morkal Gorka! Morka! Gorka! Morka! Gorka! Morkal” At 
last they all collapsed to the floor hoarse and exhausted. Bad 
Makz waited until all was quiet before he resumed his story. 


'Undreds of years ii takes to make Gorkamorka. 'Undreds of 
’undreds maybe, | don’t know ’an | don’t recon them Mekboyz 
knows either. It ain’t finished yet is it! So we keep on lookin’ for 
all dem bits until we finds ‘em all. An’ if we finds bits we takes 
em to da Mekboyz for teef so's we can get more ladz, an’ more 
buggies, an’ more guns, an’ more stuff! An we look out for all 
dem sneaky Gorkaers, an cunnin’ Morkers wot would fight us 
an’ nick da bitz woi we find. An when them Gorkers an’ Morkers 
find stuff we gets sneaky an cunnin’ an’ nicks it off hem! An’ if 
we finds enough bits maybe da Mekboyz will finish Gorkamorka 
an’ Gorkamorka will say wot hard an’ brave ladz we are and 
scoop us up in ’is great big ‘ands and take us back to da 
Waaagh in da sky! 
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| GORKAMORKA\ 


Gorkamorka is a high speed game of vehicle combat, a frantic struggle 
between mobs of wild Orks on sun-scorched wastelands. As a brutal Ork 
mob leader you must outfight your opponent by using skill, low cunning and 
luck. At your disposal you have primitive but effective weapons and, most 
importantly of all dangerous high-speed vehicles with which to cross the 
burning wastes of this inhospitable world. You'll soon learn how to arm and 
use your Ork warriors to their best advantage, and how to use their powerful 
buggies to destroy your enemy. Each time you play Gorkamorka your mob 
gets bigger and better and by winning games you earn teef. With teef you 
can buy more deadly weaponry, more vehicles or improve the ones you 
already have, and also hire more warriors. 
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Every time your mob fights it will grow and increase in power as the 
survivors learn new tricks and hone old skills. Young Orks quickly progress 
to become hardened warriors, and veteran warriors will grow stronger and 
more powerful with every success. As the gang’s leader becomes richer 
and his followers become more dangerous, his fame grows in the eyes of 
Gorkamorka. Infamous warriors seek him out, industrious Mekboyz offer 
their services, and rival Orks plot his destruction. Fear and respect march 
hand in hand amongst the Orks as the twin marks of success. 
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First and foremg 

the Tyranids are fg; 
allowing you get to 
enemy quickly. Ty 
manoeuvrability is , 
aided by Mycetic swa; 
which can land anywh, 
on the table. Have a |; 
at the Drop Pod rules 
page 15 of the Ey 
Battles Book to see ty 
Mycetic Spores work. 


; 5 You get lots of 
sea tiaeliet on swamp the enemy 


Tyranid armies Suen 


Tyranids for your po 
with lots of monsters. 


he Tyranids have some of the The Hive Mind is 
ie cest assault factors in the implacable. Casualties 
breatures like Genestealers, . & and enemy fire do not 
foxes and Hive Tyrants are vitae the Tyranids 
fy good in close assaults. ; advance in the same way 
exceptionally 9 < L as other forces. 
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FINALLY, ALL 
THE ABOVE 
MAKE 
FIGHTING 
TYRANIDS A 
FRIGHTENING 
EXPERIENCE 
FOR ANY 
ARMY. EVEN 
BEFORE YOU 
START, YOUR 
OPPONENT 
WILL BE 
SCARED AND 
ON THE 
DEFENSIVE. 
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Never had open ground looked 
The basic Tyranid tactic is not subtie. Attack, attack, attack, good, Sergeant Marsen breathed 
don't hestitate Just go, go, go. Pile towards the enemy and audible sigh of relief as he led hig 
defy his guns to stop you. The longer you hestitate the squad of guardsmen out of the 
more damage you will take. This plan is not for the faint- claustrophobic jungle / 
hearted, casualties are llkely to be high, but when those 
Genestealers and Carnifexes do make it into close combat 
the enemy is all but doomed. 


As well as examples of some tried and tested 
ranid tactics, we've also included some tips 
or the opposition! Although prolonging your 
miserable lives for perhaps a few more 
minutes Is all it will achieve 
ha, ha, 
haaaaaa..uu. 


Mycetic Spores 


Ahhh, that special rif 
Drop Pod rule. If 

you're thinking of 

collecting a Tyranid 

army, you’re going 

to like it! Here’s a 

summary of how 

it's done (see p. 15 

of the Epic Battles Book for 
details). If you successfully 
make the dice roll to see if 
they can come on, deploy the 
Spores at the start of your 
movement phase. To 
determine where they land, 
make some card markers 
(about 1cm across). Next write 
one number or letter on each 
bit of card that corresponds to 
each unit. Place all the cards 
on a barrage template and 
hold it above the area you 
want to drop the Spores on. 
Now for the fun bit... Flip the 
template over quickly, see 
where the cards land and 
deploy from there. 


CENTRAL 
ASSAULT 
Use whatever 
troops you like. Just 
drive forward in a big 
wedge shape. 
The real trick is to 
find the correct 
balance between the 
central assault and 
Mycetic Spores. 


Tips for the enemy 
on how to 
survive... 


| Use massed firepower to 
| smash the Tyranid centre 
| and make use of the 


tactical withdrawal to 
stay out of range of the 
Tyranid assault. in ofhei 
words ‘run away!’ 


sharp, pointy bity things coming to eat your brains... 
n faced with this kind of pincer assault, the best bet is to simply attack the centre! 


BIO-ARTILLERY 
FLANK (Heavy firepower such 
ASSAULT as Biovores, Exocrines, 


—— Dactylis ec) 


Genestealers, etc) 


Shamelessly confident Tyranid player wonders 
if you should really bother, but if you insist... 


Use war engines to hold up the flank whilst your main force 
deals with the Mycetic Spores. 


FLANK 
ASSAULT 
(Hormagaunts, 

Termagants, 

Genestealers, etc) 
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ASSAULT 
(Hormagaunts, 

Termagants, 
Genestealers, etc) 


SPAWNIN’ 


Each of your Tyranid swar 
chosen from the army list | 


BE AFRAID, BE VERY AFRAéilp 
Tyranids always pass Leadersjj 
tests and are never broken if thy 
have any Synapse creatures |; 
in the swarm! Remember yy 
must choose three Synap 
creatures to control each swarm 


ass Leader BROODS Fag BROODS 
+ broken ift i H \ 

2 creatures i type | type: TERMAGAN type; TERNAGANT 
temember I No. UNITS; } No. No. UNITS: 7 


POINT COST; 5 POINT COST 35 


(SYNAPSE i) @@l BROODS 
gree LUE ZYPANT | type: ZYEAMD WARROR ree. YEAND WARRIOR | type, HORMAGAWT. 
Wo, UNITS: no unig 2 Wo. uns: No. UNITS: 7 


POINT COST 22 ee A POINT COST: = | POINT COST: 35 
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Me units: 2 | No. unrs: 3 No. UNITS: 2 No, UNITS: 2 


pom cost, 52 i pont cost: point cost: 27 b vont cost: 20 
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BROODS 
type; BOVORE 


No, units: / 


pont cost: 22 


RESERVE SPEED 
HALF STRENGTH 
MORALE VALUE 
No. UNITS: 2 TOTAL POINT COST 
| Pom cost: #0 
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No. unirs: 2 


POINT COST: 30 
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RESERVE SPEED 
HALF STRENGTH 
MORALE VALUE 

TOTAL POINT COST 


CONSUME ALL 


I’ve covered Assault Spawn, Bio-Artillery and Mycetic 
Spores, but there is more to the Tyranid invasion & 
than this. Here are some other suggestions for 
using the Tyranid army lists. Total galactic a md 
domination here we come... 4 


BIO-TITANS 


For me Bio-tifans are best used 
as war engine killers. War engines can be very 
hard for the Tyranids to destroy because of their massive assault values and refusal 
to break. The best answer to them is to take your own Bio-titans equipped with ripper” 
tentacles and razor claws, and scuttle towards the enemy war engine as fast as possible. Once in 
close combat the enemy war engine fs in big trouble. 


ASSAULT SWARM 


Assault spawn carrying lots of Hive 
Tyrants, Carnifexes, Genestealers and 
Tyranid Warriors storming into battle at 
very high speed (25cm a turn actually). 
’ This is a good way to include lots of 
= Zoanthropes as well and because they are 
being transported their low speed will not 
slow down the entire swarm. The swarm 
=) could aiso include some Exocrines for a 
bast tank support, or Dactylis, but they will slow) 
‘ down the advance. 


DOMINATRIX 
commander ts the Dominatrix. 
‘ix is one mean mother. It is a war 
means it cannot be broken, can move, 


ns and move again in the assault 


nly take one Dominatrix per 2,000 
ae sncy, but it does have an added 
over other supreme commanders 
Ki 5 you a re-rollin close cambats or 
nif i is only in support of the assault. 
» commanders have to actually be 
id'to give you the re-roll. itis a subtle 
se but one which could be vital in a close 
tassault. Your Dominatrix is best of 
ing your assault swarms. 


' 
8 and retus; 

1d with ripper 
ble. Once in 
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FLIGHT SWARMS 


A good flight swarm might be 1 Harridan and 10 
Gargoyles just to use as interceptors. Most flyers 
will drive off the Harridan and a few Gargoyles in a 
dogfight, leaving 6 or 7 Gargoyle units to attack back. 
This should be enough to blunt any enemy ground attack. If 
the enemy has no flyers then the Harridan is free to make Its 
ground attacks, but otherwise just use them to cancel out 
your enemy’s airpower, 
leaving your ground 
swarms free to get on with 
the real task of eating the 
enemy. Yum, yum. 


WARWICK'S HIVE FLEET 


When I started playtesting Epic 40,000 I elected to take 9, 
the task of galactic domination with the might of Hiy 
Fleet Kraken. I already have a Tyranid army which I fig} 
with in Warhammer 40,000 so it seemed natural to exter 
the army into Epic 40,000. Besides the only other Opt 
was the much despised Eldar, yuk! ian 


1. 


PAINTING MY ’NIDS 


My first priority was to get a 
lot of Tyranids painted 
quickly. Individually each 
mode! did not have to be 
brilliantly painted, they just 
had to look good as part of a 
larger army, | could always go 
back and add some more 
details later. 


1 have a quick method for 
applying the first coat of paint 
to my models: 


| started with the infantry. All 
my Tyranid Warriors, 
Termagants and Lictors were 
sprayed red. Then I gave them 
@ quick dry brush with a red/ 
orange mix. Next | covered 
them in a thin black wash 
which 1 let dry before | 
picked out chitinous 
armour plates in bone 

and weapons in 

green. For the 
Genestealers and 


Hormagaunts | did & 

same except | u 

instead of red spray 

For the larger del 
developed a quick method fo: 
base coating and 

longer on the 


1. | sprayed the: 


raised areas ofthe rene 
4. Now | a. red mode! 
some shading, It was time fp 
the details. | fi 


Simple enough so fay arog the top of al thig 


2. When they whete dry | added a thin black 
sprayed them with Blood De 
Angels Red, making sure r 

kept the spray can a good 


cover them. This leaves 
black in the folds and di 

the models giving ee . 
instant shading. Anot! th / 
of getting the same’ res: 
would be to dry bi 


“terraimis also ash wastes, 


ange epg mts 
i iy stay seat 
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MODELLING MYCETIC SPORES 


Afinal note here about Mycetic Spores. | took to using lots of Mycetic swarms in battles. 
So to represent them | build some spore impacts, just to scatter around and make the ¢ 
battlefield look cool, with gribbly monsters emerging from all over the place. 


To make them | used smashed up walnut 
shells, spare models off the Tyranid 
plastic sprue and lots of PVA glue 
oozed all over them for embriotic 

fluids. | let the gloopy mess dry 

then painted them to fit the 

rest of my army. Simple really! 
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Ing, and my own 


end them in to capture 
objectives or launch assaults. 
This is so | can play them out 
as Warhammer 40,000 games 
later, it’s just a bit of fun really, 
but it does allow you to 
Pambine the two games. I've 
ie.the same with my Space 
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AND THE SAME IN EPIC 40,000 


Now for all you non-Tyranid players out there here 
of the useful weapons you have at your dispos; 
Tyranid advance. First for the Armies of the | 


range. They are useful for killing Tyranid Hive imapse creatures. 


wa \ 


Land Raiders have two special weapons (anti :) ch.m 3 ie they can target any m 
tan ; 


Thunderhawk Gunships are good for rapidly deploying déte 
ready to wipe them out with superior firepower. Just 


enough to avoid 


...then for the Orks. 


Even Ork fighter- 
bommerz can win 
against Gargoyles 
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Fast detachments such as the Kult of Speed can be used to move aroly 
from behind. 


BE 
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Ork war engines have lots of firepower to kill hordes of Tyranid creatur 
kill Synapse creatures and Bio-titans. 


Flak wagons can protect 

) your Ork detachments 
from Tyranid Gargoyles 
and Harridans. 
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Games Night: Friday 


BELCONNEN: Shop 128A ° 
Westfield Shoppingtown 
Belconnen ACT 2617 
Phone: (06) 253-4747 


Games Night: Thursday 


CHATSWOOD: Shop 447A 
Westfield Shoppingtown 
Chatswood NSW 2067 
Phone: (02) 9415 3968 


CASTLE HILL: Shop 495 
Castle Towers 
Castle Hill NSW 2154 
Phone: (02) 9899 8188 


MIRANDA: Shop 10484 
Westfield Shoppingtown 
Miranda NSW 2228 
Phone: (02) 9526 1966 


NEWCASTLE: 197 Hunter Street 
Newcastle NSW 2300 
Phone: (049) 262 311 


SYDNEY: Shop GO5 
City Centre Mall 

(Pitt Street entrance) Market Street 
Sydney NSW 2000 

Phone: (02) 9267 6020 
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Games Night: Friday 
ADELAIDE: Shop 25 
Citi Centre Arcade 
145 Rundle Mall 
Adelaide SA 5000 
Phone: (08) 8232 7611 


Games Night: Friday 


GREENSBOROUGH: 
Shop 3.19, Level 3 
Greensborough Plaza 
Greensborough VIC 3088 
Phone: (03) 9432 2244 


MELBOURNE: Shop G5/6 
Centrepoint Mall 
283-297 Bourke Street 
Melbourne VIC 3000 
Phone: (03) 9654 7700 


RINGWOOD: Shop L44 
Eastlands Shopping Centre 
Ringwood VIC 3134 
Phone: (03) 9876 0099 


ST) \) STORES AUSTRALIAN ST 


Our Boyz in Retail have just opened another store, this time in 
Greensborough, Victoria. This new store is on the third level of 
Greensborough Plaza, right next to the cinemas. 


GAMES 


Left: Upon hearing of his latest mission 
Store manager Andrew Long reacts calmly. 
Above: The new Greensborough outpost in all its glory. 
Below left: “Undead!” Mark Tainton leaps to his feet, 
“Let me tell you about Undead!” 
Below right: Dark Angels commander Rob Holiom suggests 
you first study your enemy by checking the Imperial data banks. 
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“The enemy have been sighted. | am going to 
“| engage. In the name of the Emperor; 
~| Ravenwing — Attack! Attack! ATTACK!” 


<extec,“QB| Grand Master Gideon of the Ravenwing. 


With the release this month of the Ravenwing Attack Force box and the 
Storm of Vengeance scenario pack, everyone’s been going absolutely crazy 
about the Dark Angels here at Games Workshop! We asked a few well known 
(and not so well known) Dark Angels commanders to give their views on 
some of the varied and unusual squads that the Dark Angels are so famous 
for. And as if that wasn’t enough, we’ve also given you one of the Storm of 
Vengeance scenarios that we just couldn’t squeeze into the scenario pack, 
with all the bits you'll need for it printed on this month’s card section! 


Mark Bedford: I've just completed a Dark 
Angels allied contingent for my Imperial 
Guard army. The Imperial Guard can be quite 
a slow moving force, particularly if you have a 
lot of troops and not that many transport 
vehicles. My Dark Angels are really fast and 
deadly fighters, each capable of holding his 
own against all manner of foes. | have a 
couple of assault squads with jump packs in 
my force, and am currently painting up some 
Ravenwing. Of course, I'm going to add some of the new Scouts as 
well! | only take the things that fit the theme of my army. | won't 
take something just because it’s hard, it has to fit in. As an assault 
force, the Dark Angels are unparalleled. 


lain Compton: Ravenwing Bike or Land 

Speeder squadrons are a great way to 

speed up a game of Warhammer 40,000. 

And because they're bought from the 

squad's allowance you can have a lot more 

Bikes and Land Speeders in a Dark Angels 

force than in any other Space Marines army. “What is the terror of death? That 
In fact, you could have an army made up our work incomplete. What is the 
entirely of Ravenwing if you wanted to! life? To Gie Knowing our tasks af 


“Forget your past life. From this day on you are 
simply a Dark Angel — nothing else is of 
consequence. The Chapter is all that matters.” 


Chapter Master Azrael addressing new recruits. 
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Adrian Wood: |'ve 
always admired the 
Dark Angels, it must be 
something to do with 
the green armour! In 
particular though, it's 
the Deathwing, along 
with the Ravenwing, 
that really characterises 
a Dark Angels force. 


The Ravenwing 
They shall be the pinions of the Angels of Death.” 
From the Ceremony of Inception of the Ravenwing. 


Owen Crisp: The most 
important thing about Dark 
Angels tactics is never field a 
single Ravenwing vehicle on 
its own because it will get 
shot to pieces. Also, always 
try to take out the biggest 
threat to them, normally 
flamers or some other exotic 
alien weapon, as soon as 
you can. 


This box contains a 
complete Ravenwing 
Attack force and full 
colour Army book. 
The Army book 
details the force that 
is in the box including 
the special Ravenwing 
rules, allowing you to 
use the Attack force in 
your games. The box 
also contains transfers 
and banners for all the 
Ravenwing _ vehicles, 
plus additional transfers 
that allow you to 
customise your Attack 
force for a variety of 
other Chapters as well, 


A hellish tangle of fused metal, scorched plascrete and melted ceramite 
attested to the ferocity of the battle. Ahead, the Eldar had erected some kind of 
heavy weapons post which had stalled the Imperial advance. Apollyo 
muttered the Litany of Hatred to himself as his landspeeder roared toward the 
foe. Today the deadlock would be broken, today the Eldar would be dying. 
Climbing a little he brought the landspeeder around for the final attack run. Thé 
engines screamed like tortured souls as he dived for the very centre of the 
Eldar host. Overloaded shock dampers pressed against his power armour as 
he slammed the controls from left to right, praying to the Emperor to carry hii 
through the hail of shuriken that sleeted through the air around him. For an 
instant the Eldar fortification passed across his sights, the instant was all that 
he needed. With a swiftness born of utter familiarity, he armed the assault 
cannon and sent a trail of craters across the smooth exterior. A shower o 
green sparks was followed by a soundless explosion as the arcane Eldar 
weapons exploded. His mission accomplished he pulled away. Another foe haa 
been caught between the claws of the Ravenwing. 
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Gav: The Storm of Ven i 
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ric play (kone 1h S ‘ontains nine brilliant Warhi 
Sie ean Anaoie pis bite and test them!). Although Storm of Tees an ated 
“A sellin capt pol mighty Ork Waaagh led by Ghazghkull Thraka pate ra ci 
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As well as all this, there are some i 
Bete thos s new special characters which yo! i i 
alee ial: Palaces together into one campaign and ee no iho ae. HOR, 
. Rather than let this great game descend int h SR ee ees z oe ton 
. Rat rd brought to the Ui 'o the shadowy recesses of our archives fi See aad 
e light of day here in these pages. So, without Lhe ete pag sie 
, the Purge scenario. 


SCENARIO OUT! LINE 


In Purge the Space Marines are separated into groups 
which each make a sweep of a specified area of the 
Badzones. The groups gradually move in towards each 
= other to catch the Orks in a closing net of Space 
Marines. The Purge scenario represents the point 
where some of the Space Marines (it can be imagined 
that there are many more to either side) are closing in 


on the Orks they have driven before them. The only 
regroup for another attack. This scenario allows you to escape route for the Orks now is to fight thelr way past 
fight out these cleansing operations and provides for an the Space Marines and escape. 

entertaining game that has a lot of variety and different This scenario can be played as a two or three player 
challenges to overcome. game. If played as a two player game then one player 
commands all the Space Marines and one commands 
the Orks. If played as a three player game then one 
player commands each Space Marine formation, and 
one commands the Orks! 


RECON REPORT 


The Purge scenario is 
played on a full size 
table which needs to be 

at least 5' by 3’ and 
preferably larger. The 
terrain is rough and very 
hilly, with many rocky 
outcrops, scattered groups 
of ruined buildings, and 
abandoned Imperial 
fortifications. 


we have multiple signals ahead. Close in on 
my co-ordinates. We shall sweep these 
abominations from existence!” 


After any campaign, there’s always 4 period of cleansing 
and firesweeps. Although the enemy army may be 
shattered, it's important that the survivors, hiding out in 
dark corners or deep in the wilderness, have no time to 
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Space Marine Deployment: 
is split into 
Briefing. One group sets up O 
edges of the table. The Space 
Marines can set up to 3" 

on to the table. 


Ork 


player 
Encounter 


described below. 


As 


The Space Marine army 


two groups 4s described on their Battle 
n each of the narrow 


Deployment: 
After all the Space Marines 

have set up, the Ork 
sets up the 
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vealed they are replaced with 


Encounter cards are re’ 
Ork models, as described on the Ork Battle Briefing. 


Encounter Cards: In order to play the Purge scenari 
e deck of Encounter cards if 


the Ork player will need thi 

this issue’s card section. These are used to general 
the Ork renegades the Space Marines will encounter d 
they make their purge. 

Take the deck of Encounter cards, give ita jolly 
shuffle, and deal a small stack of cards roughly 
middle of the table. All cards are placed face down, 2 
neither the Ork of the Space Marine players ¢ 
allowed to look at them until they are revealed. 
Each stack 


gout 
int 


Now deal out another stack of cards. 
cards must be placed at least 16" away from anol 


cards 
stack of cards, and at least 16" away from either narlt 


the table edge (the Space Marine deployment zone 


A 
beee eae boc of ee scenario pack has 
rimarily for more experien 
iced 
ieee pee dine have reasonable sized armies, 
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i yy of buildin 
a a aah force. The scenarios vary in size, fen 
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ad pees the larger games. However, remit 
Pebss sedis peta involve playing games using non- 
Butherts an variant rules, so you should be quite 
ra with how Warhammer 40,000 works bef 
'y playing them. — 
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eplaced with} 
le Briefing. 


urge scenan 
unter cards 


of building 
size, from 
to massive 
pans if you 
start using 
pnarios, AS 

in to your 

remember 
using non: 
be quite 
before you 


These are a couple of the 
different ways that you can 
arrange your barricades to form 
larger defensive structures. 


ind in thi nth's card section. 
just on that you can find in this moi * 
is just one of the card structures ie : 
he barricade that you can see ngs isj skid aging peta "yc 
a : lar-shaped corner pieces. These are ideal for representing abandoned Imperial fortifications 
ether using the triangular-shaped 


Orks are using to hide out in ig the P Th in i of the other Storm of 

i jo. They can also be used in any 0 AGE 
: i i in during the Purge scenario. | oe : 
ven al ‘ a oral of ich have one side fighting off an attack in a defensive position. As well as the rules 
Vengeance scenarios, sev 


: iiane: 
i i ir own defensive postition 
St of Vengeance book also contains advice on constructing you! 
rm 
the scenarios, the Sto. 


Apart from that they can be placed wherever the Ork 
player likes. The Ork player keeps on dealing out 


ntil it is impossible to fit any 
More stacks of cards on the table. 


The number of Cards in each pile depends upon what 


forces the Space Marine player is using, as shown on 
the chart below, 
Space Marine Troops No. Cards per pile 


Power Armour 


"Does not include a Rhino 


unter cards, 
the other 


are lurking 
nt Orks or 
not both. 


game starts with the Space 
tum, and Continues until all of the Encounter 


ch ou can combine with your barricades to make them even more impressive! Although they look gre: ur 
y great on the 


own, they look even better when covered in razor wire an jorted by lank traps 
look evel id supported by t. Pp: 
y 


cards have been revealed and there are no Orks left 
On the table, or all of the Space Marines are dead. 


Escaping Orks: Orks co: 
Moving off through 


chances of the Sp. 
below. Orks may n 


escaped). At the end o 
Most victory points is # 


Type Victory Points 


Gretchin 5 
Scout 18 
Bike 


55 
Ravenwing Land Speeder 195 


PURGE! 


One of the best things about the 
Storm of Vengeance scenario pack is 
the excellent card power plant that 
comes with it. This model can be 
equally used in any Warhammer 
40,000 game, and makes a great 
objective to fight your battles over. In 
Storm of Venegeance, the Orks have 
captured this power generator, and 


= — 
are using it to provide energy to | 
transport in a constant stream of : 
reinforcements. Can the Dark Angels ps 
stop them? That's a question that'll be 
up to you to decide! 

; 


In addition to the card building 
that you can see above, the Storm of 
Vengeance scenario pack also contains 
a 32 page rulebook describing all the 
scenarios, two Battle Briefings, one for 
the Ork player and one for the Space 
Marines player, and a card warp gate. The rulebook also 
contains some ideas for building extra terrain to use in the 
scenarios, background and history of the Ork invasion of 
Piscina IV, and some suggestions for using the scenarios 
with armies other than Space Marines and Orks. 


So what are you waiting for? 


The Space Marines force consists of one of here 
penne rel es ae aad: This is 
int whose cost is inclu vat S | 
ie wide Space Marine army and it is up to you how it is 
split between the two deployment zones. 


2 Scout Squads worth no more than 165 points each. 
points + 1 vehicle worth up 


or 1 Tactical Squad worth up to 375 
to 150 points 
or 1 Terminator Squad worth 
worth up to 150 points 
or 1 Bike Squad worth up to 375 points with up to 1 Attack 
Bike or Land Speeder (may be a Ravenwing). 


up to 375 points + 1 vehicle 


Strategy Cards: Strategy cards are not used in this 


scenario. 
Dispersed Formation: All Space ag iano 
use the dispersed formation rules in this § 
(Warhammer 40,000 Rulebook p16). 
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Orks with special weapons 
may have either a Melta-gun, 
plasma gun or flamer. 


SPECIAL RULES 


Strategy Cards: Strategy cards 
are not used in this scenario, 


Quick ladz, 

Scarper!: At the |: a\ 

start of his turn a 

the Ork player is 

allowed to roll a 

D6. On a roll of 1- 

5 nothing Special 

happens and the Ork 

can carry on with his 

turn as normal. If he rolls a 6 

then he is allowed to turn over and reveal 
one of the stacks of cards of his choice 
which have not yet been exposed — 
the general noise and confusion has 

alerted the Orks, and they have 

decided to take action before they 

are discovered! 


Placing Models: The models selected can be placed 
anywhere within 4" of the position the cards occupied. 
All similar models from an Encounter card or stack of 
Encounter cards act as a single mob for the battle and 
must remain within normal Coherency of each other. 
Characters are free to join or leave mobs as you wish, 


Example: The Ork Player turns over a Stack of two 
Encounter cards, both 


\- 


4S a single mob . If he had 
opted for Orks tchin from 
another these would be grouped as two separate 
Mobs. 

No fear!: Any fleeing Ork or Gretchin mob may still 
attempt to rally even if it has been reduced to less than 
25% of its Starting size. 


SPECIAL ENCOUNTER CARDS 


Booby Traps!: The model who activated the card has 
Set off some booby traps. Place a 3" Blast marker 
Centred on the model. Each model wholly or Partially 


va template is hit on 
é a D6 roll of 44. and 
. takes a Strength 4 hit 
» witha -1 Saving throw 
Modifier. This is 
resolved before Placing 
any Ork models from the 
Same stack of Encounter 
cards. Discard once the 
booby traps have been 
resolved. 


Dreggit is a normal Ork Warlord 
wearing mega-armour. He is armed 
with a power fist and plasma gun 

and is worth 106 victory points. 


Flashgob is a standard Ork Bigboss 
wearing ‘Eavy armour. He 
is armed with a power fist 
and a bolter/bolter combi- 
weapon and is worth 62 
victory points. 


Gofgob is a normal Ork 
Bigboss wearing flak 
armour and a kustom force 
field and is armed with a bolt 
pistol and chainsword, He is 
worth 57 victory points. 


if =—2 
“ covered by the 


Nazmek is a normal 

Mekboy wearing — flak 

armour and is armed with a bolt 

pistol and kustorm shoota. He is worth 38 victory 
points. 


Skabskar is a Standard Painboy witb a Cybork body, 
He is armed with a bolter and power fist and is worth 
56 victory points. 


Grot-thug is a normal Runtherd with flak armour. He is 
armed with a bolter and a Runtherd’s Grabba Stikk 
and is worth 36 victory points. 


Narthug is a standard Drillboss with flak armour anda 
stormboy jump pack. He is armed with a bolt pistol and 
chainsword and is worth 27 victory points. 


Lurknob is a normal Nob wearing flak armour and 
armed with a chainsword and bolte and is worth 18 
victory points. 


Barkbad is a Nob wearing flak armour and carrying a 
bolt pistol and Power sword and is worth 18 victory 
points. 

Bogskum is a Nob wearing flak armour and is armed 
with a bolt pistol, chainsword with frag and krak 
stikkbombz. He is worth 19 victory points. 


KENDAL’S (that’s Warwick Kinrade’s brother!) DARK ANGELS AR 


Kendal's army is the 3rd Company of the Dark Angels, and has been 10 years in the collecting (in fact since Warhammer 
40,000 was first released in 1987). 


You can see from the wide selection of models in the force how old it is, from some very old ones like the assault squad, to 
latest releases such as the Ravenwing Land Speeder and Space Marine Bikes. Two of the heavy weapons are actually plasi 
missile launchers from the original Space Marines box set! T 


As well as having all the special characters from the Angels of Death codex, Kendal has developed his own leaders for th 
Company — Captain Orelius, Codicier Balthius and Zephyrus, Master of the Deathwing, to name but a few. Over 10 years if 
gaming these have developed into his own special characters, with their own histories of past battles and campaigns. : 


Kendal has given his army that special personal touch by converting many of his models. For example, there is a heavily ~ 
converted command Rhino complete with tank riders, and all the Scouts carry needle sniper rifles. A few touches like this go’ 
long way to personalising any force. 


The army is not entirely Dark Angels, it also includes a few allies, such as the Adeptus Arbites squad, a Callidus Assassin ane 
squad of Grey Knight Terminators to assist in battles against Chaos. 
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THERE IS ONLY WAR | 


Warhammer 40,000 and some of 
the many supplements available 


The Warhammer 40,000 boxed game contains everything you need to get started including 
25, buildin rulebooks, dice and much, much, more 


WOOD ELF 
FOREST DRAGON 


Moclot designed by 


Model designed by Trish Morrison and Gary Motley. 
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Models designed by Gary Morley. 


Ali models supplied unpainted. Durthu, Orion and the Forest Dragon are muftt-part expert kits which iequire a degree of 
modelling still to assemble. We do not recommend these kits for young or inexperienced modetiers 


Citadel, the Citadel castle, Games Workshop, the Games Workshop logo and Warhammer are registered trademarks \ 
of Games Workshop Ltd. © Games Workshop Lid. 1996 All rights reserved 


he enchanted realm of Avelorn 
is the most ancient of the High 
Elf realms. It is ruled over by 
the Everqueen, the chosen one 
| of Isha, the Elven goddess of nature. 
} She shares the rulership of Ulthuan with 
the Phoenix King, but where the 
Phoenix Kings are often warlike and 
bound on conquest, the Everqueens’ 
powers rest in healing and protection. 


Tuomas Pirinen talks High Elves... 
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penis 
While the Everqueen is peaceful and 
introverted, and her land beautiful, it is 
still a wild and dangerous place, 
troubled by the legacy of the great wars. 
Monsters stalk the dark reaches of the 
enchanted forests. Goblins raid the Elf 
settlements and Dark Elf infiltrators 
seek the slightest chance to assassinate 
the co-ruler of Ulthuan. 


- 


MMER 


More than once the many enemies of 
Ulthuan have attacked Avelorn, and 
long ago the Everqueen Astarielle was 
murdered by followers of Chaos. Thus 
it was during the time of the second 
teigning Everqueen Yvraine that the 
Maiden Guard was formed. Never 
again would the spiritual ruler of 
Ulthuan have to confront violence 
unaided and unprepared. A hundred of 
the most loyal and brave of her female 
followers volunteered, and the greatest 
weapon masters of Ulthuan taught them 
the arts of war. In due time they became 
warriors of rare power. Since that time 
they have successfully protected the 
Everqueen against all attackers. 

Since the days of Yvraine, the Maiden 
Guard has always numbered a hundred 
warriors: the most beautiful, the 
bravest, the most graceful and the most 
loyal of all the subjects of the 
Everqueen. It is an unrivalled honour to 
serve the Everqueen. All the maidens of 
Avelorn dream of this position, for the 
prestige of becoming a handmaiden 
enhances the status of not only 
themselves but also their families. 

The Maiden Guard never leave the side 
of their mistress: they guard her day and 
night, and her silk pavilion is always 
protected by a dozen of these female 
warriors. They are courtiers and 
bodyguards, equally capable of playing 
flutes and harps to amuse their lady as 
they are capable of striking down Dark 
Elf Assassins with a sword or shooting 
marauding Beastmen with longbows. 


‘Striking down Dark Elf Assassins with sword 

nd spear or shooting marauding Beastmen with 
longbows, the Maiden Guard never leave the side 
of their mistress, the Everqueen Alarielle...’ 


hae 


Alarielle — 
Everqueen of Avelorn 


The command of the defence of 
Avelorn is entrusted to the chosen 
champion of the Everqueen. The 
Everqueen only ever nominates one Elf 
as her protector and no other males are 
allowed to bear arms in her presence, 
save for in times of war. 

The champion of the Everqueen 1s 
counted as the foremost general of 
Ulthuan, second only to the Phoenix 
King himself. Thus it is no wonder that 
the dream of all young males of Avelorn 
is to be chosen as the consort and 
champion of the Everqueen 

Tyrion, the High Elf prince of the 
House of Aenarion is the current 
champion of the Everqueen Alarielle. 
Tyrion is the greatest Elf warrior of his 


High Elf Maiden Guard 


White Lions of Chrace 


age, a noble paladin well-suited for his 


+ role. He is a great general and an 
: unmatched fighter, and thus far he bas 


managed to protect Alarelle from 
harm. 

This does not stop the would-be 
consorts of the Everqueen from 
gathering from all over Ulthuan to try 
and win fayour in her eyes! There are 


: always bands of Elf knights and nobles 


who are willing to show their prowess 


; and bravery in the face of any threat 


During umes of war High Elves from 
all over Ulthuan gather to protect 


Avelom from harm. Warriors from as 
; far as Caledor come to her side to win 
: favour in the eyes of one of the rulers of 
; Ulthuan 


: The neighbouring realm of Chaace, 
i where Isha is revered, is especially 
+ eager to send warriors to protect the 
: domain of the Everqueen. A company 


of White Lions often dwells there as 


: well. These are the comrades-in-arms 


of Tyrion from the campaign against the 


; Dark Elves. Currently they ure the 
: guests of the Everqueen, though 10 


times of need they can lend thei 


: considerable strength to aid the defence 
? of the realm 

: The folk of Avelorn themselves piefer 
| longbows as their chosen weapon il 
| battle, and if need be, the Everquee? 
: can always call upon a considerable 
number of archers to aid her whe? 
: Ulthuan is under attack 
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he defenders of Avelorn include 
Silver Helms who represent young Elf 
nobles who have travelled to Avelorn to 
win favour in the eyes of the 
‘Everqueen. 
The Archers represent the Elves of 
Avelorn taking up their hunting bows 
and rushing to the aid of their mistress 
_ during times of trouble 
| The White Lions are 
comrades-in-arms of Prince 
Tyrion, visiting the blessed 
glades as the guests of the 
co-ruler of Ulthuan 
In battle the mighty magic 
of the Everqueen and the 
awesome power of Tyrion 
should be a match for any 
tiemy lords, while the 
Maiden Guard and White 
Lions can take on any 
enemy infantry. 
The Silver Helms are 
powerful shock troops, and 
extremely quick to get to 
grips with the enemy. Led 
by Tyrion, their charge 
should be enough to equal 
most opponents. 
Both the Archers and the 
_ Maiden Guard are armed 
" with longbows, giving the 
"army some deadly long- 
Tange hitting power. 
; MAIDEN 
GUARD TACTICS 


The Maiden Guard is 
Nhainly a defensive unit. 


E#f Prince 
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(1,997 points army) 


They are capable of shooting with great 
accuracy, and when charged they will 
fight with the customary effectiveness 
and expertise of the High EIf citizen- 


I prefer a fairly large regiment, at least 
12 models strong, and preferably more. 
The larger their number, the greater the 
effectiveness of their special rules, 


Characters 


Regiments 


Yvreine. Champion of the Maiden Guard — 54 points 


9 Maiden Guard — 226 points 


(The Maiden Guard have the Banner of Avelorn and the Horn of sha) 


15 White Lions of Chrace — 272 points 


(The White Lions include a musician and standard bearer) 


14 Archers — 176 points 
7 Silver Helms — 369 points 


) THE ARMY OF AVELORN 


= is a typical force that any enemy invading the arboreal realm of Avelorn would face. It is led by Prince 
‘qyrion, the chosen champion of the Everqueen, and includes troops that could be immediately mustered to 
‘defend the Queen of Ulthuan. You can see this army, complete with its roster sheet and army file cards, overleaf. 


To get the most out of the Maiden 
Guard, it is best to keep the Everqueen 
with them at all times. Her presence 
makes them immune to psychology and 
Break tests, and also grants them the 
protection of the Shieldstone of Isha. 
The Banner of Avelorn is very effective 
against foes with low Leadership, such 
as Goblins or humans, and well worth 
taking against these armies. 
Tf a charging enemy fails 
their Leadership test, you 
get to stand and shoot at 
them for free, and probably 
get to charge your enemies 
next turn as well! 

The Horn of Isha is very 
powerful, but may only be 
used once. It is important to 
choose the right moment 
for the musician to blow 
the horn as it doubles the 
effectiveness of the Maiden 
Guard. I prefer to wait until 
the Maiden Guard are in 
hand-to-hand combat, 
where it can tip the balance 
of power in your favour. 
Taking a Champion with 
the Maiden Guard is 
always a good idea, as she 
can accept any challenges 
on behalf of her mistress 
Also, with a suitable magic 
item (like the Ruby 
Chalice) you can improve 
the chances of survival for 
the Maiden Guard and the 
Everqueen. 


Tyrion, High Elf Prince — 425 points and the Everqueen, Alarielle - 475 points 


(The Silver Helms have light armour, shields, barding, lances and include a standard bearer and musician). 
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SPACE MARINE © 
BIKE 


SPACE MARINE 
LAND SPEEDER 


SPACE MARINE _ 
BIKE SQUADRON 


lltrating squads have’ three main jroles on the battlefield ‘Lose Assault, Supporti 
Disrupt. Below are’a few words of wisdom about using your infiltvatiors in each q 
> citferant ways 
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Recon Scan: Enemy defensive position. 
B 94-W4315/9/1/468 Ref 27-F49/4/7/387 


Planetary Reconnaissance Probe Gamma: High level composite tac! cal survey. 
94-W4312/9/1/48 \ Ref: 34-¥49/4/7/38 ; : nee 
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We're looking for experienced Retail Managers whe 
are enthusiastic about the Games Worksho. 
hobby, have multi-store management experience 
and have lots of energy, drive, ang 
determination. 


You'll have to be people oriented, being aiys 
to effectively manage your staff. Training ang 
developing your team of managers is ay 
important part of the job as you strive jp 
make your area the best area for jhe 
Games Workshop hobby in the wong 
(ambitious? Yes, unrealistic? No). 


We offer excellent structured training, the 
possibility of moving to another city, stale 
or even country! All this plus a range of 
company benefits provides excellent 
prospects for the right people in our 
exciting and expanding company. 


If you are interested in this 
position then write to: 


and ask for an application form. 


We are also looking for store managers, full-time and casual stall 
to join our frontline troops in the ever-expanding Retail Crusade. 
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ISLAND 


It’s the third month of the summer holiday season so 
obviously it’s been raining pretty solidly for the past 
fortnight. Fortunately, unlike Wimbledon and the cricket, 
the Thorskinson’s Island campaign remains mercifully 
unaffected by the weather! True... we have had the odd 
fire, a plague, and a couple of pirate raids, but you have to 
accept the odd set-back when you’re carving out a new 
and glorious empire. 


Last month I presented players with a choice of two 
reports to follow-up, the Phantom Gorge and the Jungle 
Trail. We divided into two groups accordingly. The 

aetna in each 


as 


Thorskinson’s Iole s Isle 


And lo, dids’t a 
vetminous swarm of 
Ratmen Saw upon 
the bones of the 
Undead in 

the gorge of 
Phantoms. 


group fought a number 

of games over the 

allotted period, at the 
end of which the top 
two players in each 
group battled it out for 
possession of the special 
territory. 


Overall scores for the 
round were worked out 
in exactly the same way 
as for the first round. To 
re-cap this works as 
follows: 


Yea, dids’t a 
mighty and 
splendid hose 
of Lizardmen 
vanquish the 
seething 
Skaven menace 
for ownership 
of these jungle 
trails 


\ Three points for your first win 
(pgainst a player in your group, one 
_ Point if you beat the same player for 

a second time, half a point if you 
beat the same player for a third or 
,) subsequent time. 


ou have not beaten or 
inst the same player 
round ~ otherwi: 


=Subinake a note that you 

e.played anyway as in the event 

of an even score the player who plays 
the most games wins, 


Two play-offs were needed to finish the second round of 
our campaign. Players not involved were able to go 
straight on to round three. In the first group Alessio 
Cavatore and Andy Kettlewell finished ahead of the 
pack. In the second group Davide Costa and Richard 
Baker came out on top. The play-off rules and special 
territories are described on the next page. 


If you are following the campaign yourself then you 
might find you don’t have two obvious pairs for the 
play-offs. Refer to my earlier notes in White Dwarf 
211 and 212 where I describe ways of resolving these 
situations. Alternatively, get your players to fight a few 
more games to sort out a proper pecking order! 


New players who wish to join the campaign can do so 
now by generating three new territories from the 
territory chart in White Dwarf 211 or the 
Warhammer Battles Book. Remember, you cannot 
generate a Lost Valley as part of your initial 
territory and you are allowed to re-roll duplicate 
territories in your initial territory if you wish. 
Current players who want to start afresh with either 
the same or a different army can do the same thing 
— abandoning their existing territories and setting uP 
again from scratch in a different place. 


Round three has three options as discussed on this 
month’s Island Chronicle. These are: The Search for 
the Fabled City of Xhezeuotzit, Mysterious Caves, 
and the Sea Elf Wreck. This round is a bit different t0 
previous rounds because only players who have 
territories which allow access to the upland plateau 
can take part in the first group, and players who take 
part in the first group can also fight in one other grouP 
if they wish. 
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GROUP 1 - Phantom Gorge 


| The top two players make it through to the Phantom 


Gorge, Tumoured to be the abode of soul-sucking 
monsters, not that this put any of my lot off! Fight a battle 
to decide who controls the Phantom Gorge. Set up a game 
across a tabletop with three medium sized hills placed 


\ equidistantly across the centre-line. Otherwise there is no 


other scenery. The short table edges represent the steep 
sides of the gorge and are impossible to move across. No 
territory is staked in this game. The player who wins the 
game takes possession of the Phantom Gorge. 


Special Rules. Remember those soul-sucking monsters I 
warned you about... good! The Phantom Gorge is 
inhabited by ghostly ethereal horrible thingies that have 
an appetite for’ magical power. They will cheerfully 
attempt to feed off any wizards on the battlefield and on 
any magic items carried by either: side. It goes like this... 


‘At the start of the game roll a D6x10 (i.e. 10-60). Any 
magic items carried by either side of a value greater than 
that rolled are sucked dry of magical power and cannot be 
used in the game. 


At the start of each player’s turn he rolls a D6 on behalf 
of each wizard in his army. On a roll of 4, 5 or 6 their 
magic level is reduced by 1 and they must discard a spell. 


Ifa side has no wizards, or if all wizards are reduced to a 
magic level of 0, then roll a single D6 instead. On the roll 


Alessio Cavatore is a member of our Games Workshop Italian 
studio, and in a climactic battle for the possession of the 
Phantom Gorge, his Skaven thrashed Andy Kettlewell’s Undead 
army so severely that they didn’t bother calculating victory 
points for the fight. Alessto’s campaign army totals 1,650 
points, of which he keeps a certain core force of regiments from 
game to game, with any changes tending to be made in the 
characters and magic items departments in order to suit the 
particular opponent he is facing. His next step in the campaign 
will be to try and win the Sea Elf Wreck, with this he hopes to 
field the magic items he needs to take on Davide and Richard 
in the Search for the Fabled City of Xhezeuotzit. Prepare for a 
“rat-tack” is Warlord Alessio’s message to his enemies! 
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of a 4+ lose 1 wound from the character model in your 
army who currently has the most wounds. Dice randomly 
where several characters have equal wounds. Nothing will save you against this, not armour, magic items, nothing. 


The Phantom Gorge — The Phantom Gorge territory is a special route that leads through to the inland plateau of Thorskinson’s 
Island. The player who controls the Gorge adds 3D6 x 10 point to his army value. More importantly, the Gorge will allow you to 
then you join the search for the Fabled City of Xhezeuotzit as described in this month’s Island Chronicle. 
cs for the 
te Dwarf 
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er! The top two players make it through to a 
jungle trail at the foot of the upland plateau 
that lies at the centre of Thorskinson’s Island. 
The trail leads up into the heart of the island 
and the treasures that undoubtedly lie there. 


can do so 
from the 

or the Fight a battle to decide who controls the 
yu cannot Jungle Trail to Zapitquic. Set up a game 
ur initial across the tabletop with 3 + Dé large areas of 
duplicate woodland placed alternately by each player. 
ou wish. Leave a clear area down the middle to 
‘ith either represent the trail itself. There is no other 
ame thing terrain. The area represents part of the steamy 
setting up jungle that lies around the central plateau. No 
territory is staked in this game. The player 
who wins the game takes possession of the 
Jungle Trail to Zapitquic. 


The Jungle Trail to Zapitquic — The Jungle 
Trail is a route up to the plateau of 
Thorskinson’s Island. It is worth 2D6 x 10 
points towards your army’s value. The player 
who controls the Jungle Trail will be able to 
take part in the Search for the Fabled City of 
Xhezeuotzit as described in this month’s 
Island Chronicle. 
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Davide Costa is also one of our Italian Studio staff members, and in a very 
hotly contested fight, his Lizardmen just managed to pip Richard Bakers 
Skaven, 9-8 for the result of the final victory points. Davide won five 
straight games to get to the Jungle Trail, and his campaign force now 
totals 1,850 points, and like Alessio, he will only change minor details of 
his force with each new batile. Davide also plans to go for the Sea Elf 
Wreck. and the Search for the Fabled City of Xhezeuorzit, where he will 
once again run into the Skaven. Two armies of Skaven in fact, belonging to 
Alessio and Richard. Sotek will be pleased Davide assures us! 


The Thorskinson's Fsland Chronicle 


Being a report of the rumours and Discohectes mabe upott the island, 


compiled tor the benefit of abbenturous lords in theit search for 


This month our scouts 
bring three reports to out 
attention. The first of 
which is an option open 
uniquely to players who 
already have a route on fo 
the plateau 

Players can choose to 
follow-up any one report 
this month, except for 
players who have already 
won a route onto the 
plateau who can fight 0 
two groups this month — 
report 1 and either 2 ot 3 
This is a little different to 
the previous month where 
players were restricted to 
a single group 

Players can fight against 
any rivals m the same 
group. Record your score 
as you go along. If you are 
playing 1n two groups 
keep a different score for 
both groups. Remember to 
keep track of all the games 
you play, as the number of 
games count as a tle 
breaker in case of an even 
result. 

The round ends with the 
publication of the next 
White Dwarf (unless you 
as Controller want to set 
your own time frame 


which is, of 
course, entirely up 
to you). 
Report 1 - The 
search for the 
fabled city of 
Xhezenotzit — If 
you have the 
Phantom Gorge, 
the Jungle Trail to 
Zapitquic, the 
Valley of Bones, 
or any ordinary 
road or roads with 
a total value of 
100 points or 
more, then you 
may take part in 
the search for the Fabled 
City of Xhezeuotzit. 
Otherwise you may not. If 
you sign up for this group 
you can sign up for one 
other group as well You 
will be searching for one 
of the largest treasure sites 
on the island, a major 
objective in the campaign 
Fight as many battles 
against other players m 
this group as you can 
because when it comes to 
deciding who finds the 
city the number of games 
you fight will count as an 
extra score bonus. This 
represents your 
searching far and 
wide throughout the 
jungle, encountering 
and fighting other 
armies before one 
stumbles across the 
ruins. 
Report 2 - 
Mysterious Caves — 
Heavy rains have 
brought down 
mudslides, washing 
tons of mud and 
rock over the edge 
of the great upland 
plateau of 
Thorskinson’s 


wealth, dovcerous bebices, 


Island. This has exposed a 
series of huge cave 
mouths at the base of the 
plateau. Anyone can enter 
and explore these caves if 
they wish. They are truly 
enormous, plenty big 
enough to fight a battle 
inside! 

Special Rules: The cave 
complex is massive, 
consisting of a series of 
broad tunnels = and 
gargantuan caves. Any 
battles fought in the 
mysterious caves are 
assumed to happen inside 
the caves themselves. The 
caves are dimly lit by 
means of air-shafts, but all 
missile fire and ranges for 
magic are reduced to a 
maximum of 24". Mortars 
and Stone Throwers (and 
Goblin Doom Divers!) 
cannot be used because 
the roof is too low. Flying 
troops can be used but 
cannot fly high for the 
same reason. Terrain must 
be restricted to hills, 
rough ground, and water 
features, but can include 
‘woods of giant 
mushrooms or similar 
fungii. The side edges are 


anh tuotlnly power. Price one shilling. 


impassable (solid rock) 
but the player’s edges are 
assumed to have tunnel 
mouths so you can flee or 
pursue off the table as 
normal 

Report 3 - Sea Elf wreck 
— An Elven treasure ship 
has been ship-wrecked off 
Three Stone Point. The 
cargo is scattered around 
it. Anyone who wants to 
investigate the wreck can 
do so. There are no special 
rules for the preliminary 
games — fight other 
players in the group as 
you wish. These represent 
battles fought as you 
approach the wreck site 


CONTROLLERS’ 
NOTES 


These notes are intended 
as. a guide for the 
Campaign Controller but 
it does not matter if 
players read them... they 
are not secret as such! See 
White Dwarf 211’s notes 
for general comments 
regarding the number of 
players in the campaign, 
how to tailor the 
objectives to suit the size 


of your own gaming 
group, special characters, 
and coping with allies 


Overall Winners 


Within each objective 
group, the player who 
wins the most games 
Overall is deemed the 
victor. Points will be 
awarded in the manner 
described for the first 
tound results. The effect 


this has on the progress of 
the campaign will be 
revealed in the next Island 
Chronicle 


Number of Territories 


The total number of 
territories a player can 
hold is limited to 12 
territories - but the 
controller can make this 
more or less as you please 
The general rule is that the 


More territories 

you allow the 
greater the 
difference 
between the best 

and worst armies, 

and the harder it 

is for players to 

Join in as the campaign 
progresses. 


Fighting Battles 


Players are free to decide 
for themselves which 
of the Battle 
Scenarios from the 
Warhammer Battles 
Book to fight. 
Players usually opt 
for the straight 
Pitched Battle in my 
experience, but that's 
entirely up to them at 
this stage. 


Elites 
and Veterans 


Remember, all the 
elite and veteran 
rules in Warhammer 
apply so players must 
keep track of their 
=! troops’ progress from 


battle to battle. This has 
already thrown up a few 
notable heroes and 
dangerous regiments in 
our campaign — insist that 
your players give 
characters otiginal and 
entertaining names before 
allowing them bonuses! 


Don’t Forget! 


As controller you are 
bound by only one rule — 
whatever you say goes! As 
such you can change or 
improvise rules governing 
the campaign, and may 
need to make 
Interpretations for the 
players in some cases 
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Alan. For the last couple of months I’ve been playing 
in the Thorskinson’s Island campaign. My army 
includes many older models as I’ve been collecting 
and gaming with it for about 12 years! My starting 
territories in the campaign were a Trade Route, a 
Gold Mine and a really useful Sacred Grove (Bok!). 
This gave me lots of opportunities to use 


runes but only one war machine! | have 
therefore come to rely on the Dwarf 
crossbow as a substitute for the lack of 
cannons, and use the runes to enhance 
the fighting power of the General and his 
faithful regiment of Warriors. 


The photo above shows my typical 
deployment strategy. In essence this 

is “Find a hill and stand on it!” The 
cannon and two regiments of crossbows 
pound away at anything and everything 
whilst the Warriors and Slayers grind forward 
and attack the enemy at close quarters. 


This works best if; 


(a) The enemy has no flyers to attack the stuff on 
the hill (love those caves). 


(b) The Slayers can ‘pin’ the toughest 
enemy regiment while the Warriors beat 
up the weaker ones! 


My record in the campaign so far is a bit 
mixed with 3 wins and 2 defeats (Kruk!) 
in the 5 games I’ve played to date. The 
three victories have given me a couple 


of Villages and a Shrine (well at least it is another 
rune). It seems that there are not many forests on 
Thorskinson’s Island! 


Darkbeardson’s Wattle 
With Darkbeardson and the Runesmith i) 
front rank this regiment can be very destructive. Basic Dwart Wie 
re pretty tough but | like to make them tougher still with a magie runic slat 
The Rune of Fear is good against weak Ld troops. The Rune of Courlg® 
expensive but very effective. 


Darkbeardson is the heart of the army. The basic Dwarf Generat’s stat line is quite tough, add 
some runes and you can easily create a combat monster! With all the magic items available 
to me it is no problem to tool him up with some very good runes. | favour the Master Rune of 

Adamant and Rune of Resistance on his armour and Skalf Blackhammer's Master Rune with 
a couple of Runes of Cutting on his hammer. Darkbeardson always fights in the front rank of 
the Warriors regiment. 


The Runesmith (Rhunbolg Spelibreaker) is in the army for two reasons. The first 

of these is that he is another very tough warrior. The Runesmith is almost as powerful 
as a fully fledged Dwarf Hero. At Darkbeardson’s side, at the head of the Warriors 
regiment, he can be an unpleasant surprise for the enemy commander, The second 
reason to include a Runesmith is the siaff liberally carved with Runes of Spelibreaking. 
| invariably have two of these on the staff and if | can 
afford it I'll take all three! No Dwarf army should leave 
home without one. 


The Trollslayers. Probably the best loved troops in any Dwarf 
army. They never run away! However they do need to be 
used carefully as they are very vulnerable 
to missile fire and unless you field a big 
unit they will not last very long. | always 
try to use a regiment of at least twenty 
strong. The best tactic is to pick an 
enemy regiment and go straight for it as 
quickly as possible. | try to choose either 
the toughest enemy unit or one which will 
create a problem for my opponent if it 
geis stuck fighting the Slayers. If I'm 
lucky the regiment that the Siayers are 
fighting can be charged in the flank by 
Darkbeardson's Warriors. 
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War Machines. As I've been unable to find any Forests on 
the Island I'm restricted to only one war machine for any 
campaign battle. This is obviously very frustrating! For the 
first few games in the campaign | played safe and chose to 
field the Dwarf Cannon with its Rune of Forging. In the last 
couple of games | have experimented a little using the 
Gyrocopter and the Organ Gun (with Rune of Fortune). 
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Crossbows. | usually field at least two units of Dwarf 
crossbows, Deployed on a hill or hills all ranks can fire and 
they are good enough fighters to be able to fend off most 
attacks. Because crossbows cannot move and fire, there is a 
great temptation to pick smaller regiments in order to give 
yourself more flexibility. 
However I’ve found 

they work best in = 
bigger units of at least 
twelve models per regiment 
(Dwarf bowskill is not high so 
you need to roll lots of dice). 


A recent game at the Studio, Alan 
fights a real grudge battle against Paul Robins’ Ore and Goblin army. 
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combat with their ach ff 
The photograph abeve 
es not available in tht 
Warhammer boxed game. 


enemies the Lizardm 
features metal mini: 


In Warhammer you bec’ 
fearless commander, p i ting 
and assembling mighty 
fantasy armies to do battle on 
the tabletop. Warhamme! ~ 
provides you with the cor 
regiments of two armies ~ 
the knightly Bretonnians and 
the reptilian Lizardmen ~~ 
and all the information you — 
need to collect and pairtt 
your forces ready for battle. 

= 


Citadel. the Citadel Castle, Games Workshop. the Games Workshop loge and Warhammer are 
registered trademarks of Games Workshop Ltd. © Games Workshop Ltd. 1997. All nights reserved 
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* Models supplied unpainted and unassembled. Contents and 


The Warhammer boxed game contains everything you need to get started including 
Citadel miniatures, buildings, rulebooks, dice, range rulers and much, much more. 
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A Games Workshop 
“(ite fanzine, written 
Wu, BY dedicated GW 

gamers FOR 

dedicated GW gamers. 


Interested in getting involved? 
Editor Paul ‘Fat Bloke’ Sawyer 
explains how... 


Every issue includes 'Dok Butcha’s 
Konvershun Klinik’ which covers a 
myriad of stunning conversions. 


then you'll find plenty of innovative — 


Bue 
ideas in the Citadel Journal. You'll also 
find articles about games no longer on 
general release such as Blood Bowi. 


Who writes it then? 

Anyone can submit material to the 
Citadel Journal. The motto of the lads 
who put the whole thing together is 


‘written by dedicated gamers for 
dedicated gamers.’ 


Don't be silly now 


Of course, the articles we print have to 
be based on the existing games’ 
backgrounds no matter how radical or 
unusual they might be. We wouldn’t 
like to conttadict or spoil the evocative 
background of the games we all know 
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Apart from all of this. you can mail 
order any of the armies from the 


scenarios and campaigns we feature in 
the Citadel Journal. 


What? There’s more? 


Regular features include 
the notorious conversion 
workshop — “Dok Butcha’s 
Klinik’ hosted by our 
resident Ork Painboy, plus 
pages and pages devoted to 
letters and gaming contacts. 


The Letters pages are just 
that! From our stacks of mail 
we . select the most 
interesting tactical tips, 
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5. Send your work to us 


The Journal Bunker is located deep in the heart of Troll 
-Guntry - at our Head Office in Eastwood. Whatever you 
Wo, don’t send your articles to the White Dwarf - Hell be 
ry angry but trolis are hard so we're not scared! 
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2697 fms Toywortd (070)'314 265 Woodridge Swap Cardz (07) 3208 3355 Launceston _Birchalls (003) 313 011 
584 Ualaba The Music Shop (07) 3245 2799 
5090 Tipella Here Be Dragons 
764 (079) 849 447 
mes taindale —— Toyworld (07) 3398 2360 
tay Toyworld (076) 622 656 
739 194 Srerald Toyworld (079) 824 477 
irld Sedstone Gladstone Toyworld 
(079) 724405 
4 534 Sympie Gympie Toyworld (074) 821393 
47 747 ivey Bay Toy Kingdom (071) 245 644 
Mistail Melicks Toyworld (070) 612 477 
TORY Svich CJ Vogler & Son (07) 3281 1440 
45 5655 Bekay Games Room (079) 578 055 
Weyborough Toyworld (071) 224 411 
"Gravatt © Hobby One (07) 3844 7735 
gency isa P+R Electrical Servicing 
(077) 483 354 
nbour Toy Kingdom (07) 5441 1669 
Mesa Toyworld (07) 4741 511 
th Rockhampton 
Toyworld (079) 213 121 
* | All of these stores stock a 


tange of Games Workshop 
games and Citadel 


RE! 


then our Mail Order service 
will be happy to help! 


Altona Gate 
Bairnsdale 
Bairnsdale 
Ballarat 
Ballarat 
Belgrave 
Benalla 


Bendigo 
Boronia 
Box Hill 


Box Hill 
Castlemaine 
Chadstone 
Chewton 
Croydon 
Dandenong 
Dandenong 
Doncaster 
Echuca 
Echuca 
Eltham 
Frankston 
Frankston 


Geelong 


a full range of Epic 40,000 
VICTORIA 


Toy Kingdom (03) 9315 1402 
Toy Kingdom (03) 5152 6506 
Toyworld (03) 5152 3369 
Mark One (03) 5332 8501 

Toy Kingdom (03) 5331 1483 
Toyworld (03) 9752 5200 
Londons Toyworld 

(03) 5762 2272 

Bendigo Sports and Hobbies 
(03) 5443 5086 

Franks Toy Shop 

(03) 9720 3340 

Metropolitan Model & 

Hobby Centre (03) 9890 1144 
Mind Games (03) 9890 1139 
Toy Kingdom (03) 5470 5368 
Games World (03) 9568 8002 
Ranters (03) 5470 6220 

Mind Bogglers (03) 9723 2293 
Games World (03) 9793 9955 
The Hobbyman (03) 9794 5999 
Games Shop (03) 9848 9180 
Toy Kingdom (03) 5482 2172 
Toyworld (03) 5480 2913 
Toyworld (03) 9439 9162 
Mind Games (03) 9783 8054 
Models and Miniatures 

(03) 9783 8993 

Mind Games (03) 5222 2133 


Geelong West Tates Toy Kingdom 


(03) 5222 4201 


Gladstone Park 


Wonderland Video Games 
Paradise (03) 9330 0013 


Greensborough 
Games World (03) 9434 7733 


Horsham Toy Kingdom (03) 5381 1923 
Hamilton Milton Thomas Toytown 

(03) 5572 5005 
Kew East Hobbycraft (03) 9817 3241 
Kyneton Toyworld (03) 5422 1925 
Lakes Entrance 

Toy Kingdom (03) 5155 1854 
Leomgatha Hawley’s His & Hers Hobbies 

(03) 5662 4448 
Maivern Mind Games (03) 9509 3174 
Melbourne Mind Games (03) 9663 4603 
Melbourne Dendy Games (03) 9591 0422 
Melbourne Dungeon of Magic 

(03) 9650 5815 
Mildura Bee Wise Toy Kingdom 


(03) 5022 1970 
Moonee Ponds 

Emanuels Toyworld 

(03) 9370 3206 


Moorabbin Military Simulations 

(03) 9555 8886 
Mornington The Pied Piper Toys 

& Hobbies 

(03) 5976 2242 
Seymour Toyworld (03) 5792 3122 
Shepparton Toyworld (03) 5831 2835 
Traralgon Toy Kingdom (03) 5174 1817 
Traralgon Toyworld (03) 5174 2088 
Wantirna Sth Games World 

(03) 9887 3262 
Warragul Toy Kingdom 

(03) 5623 1746 
Werribee Futuristic Games 

(03) 9742 4493 
Wonthaggi Toy Kingdom (03) 5672 3767 
Wangaratta Toy Kingdom (03) 5722 2362 


\USTRALIAN STOCKISTS Aus 


Stockists marked in blue carry 


WESTERN AUSTRALIA 


Albany 
Belmont 
Boulder 


Booragoon 
Bunbury 


Cannington 
Claremont 


Esperance 
Fremantle 


Fremantle 
Geraldton 


Geraldton 


Joondalup 
Kalgoorlie 
Kalgoolie 

Karinyup 

Katanning 
Mandurah 
Mandurah 


Morley 
Narrogin 
Northam 


Perth 

Perth 
Rockingham 
Subiaco 
Whitfords 


Tayworld (098) 422 122 
Games World (09) 479 4707 
The Hobby Shop 

(090) 933 536 

Games World (09) 316 033¢ 
Youngs Bookshop 

(097) 215 004 

Games World (09) 351 8426 
Claremont Toyworld 

(09) 385 1220 

Toyworld (080) 712 504 
Intergalactic Trading Zone 
(09) 430 6817 

Toyworld (09) 335 3396 
X’caliber Games 

(099) 645 995 

Town Towers Toys 

(099) 645 446 

Games World (09) 300 3503 
Games World (090) 917 475 
Toyworld (090) 212 041 
Games World (09) 244 1159 
Toyworld (098) 212 141 
Games World (09) 535 3528 
Mandurah Toyworld 

(09) 535 3184 

Games World (09) 375 3751 
Toyworld (098) 812 162 
Northam Toyworld 

(096) 221 630 

Games World (09) 324 1000 
Tactics (09) 325 7081 
Games World (09) 592 5442 
Toyworld (09) 388 1575 
Toyworld (09) 402 5044 


RE PUT THROUGH 
roar THEIR PACES... 


Those of you who read last month’s White Dwarf may remember 
16 0330 the three scenarios for the Sisters of Battle entitled “Scourge of 
the Damned”. This month we decided to run the scenarios just 
to see how the Sisters of Battle, played by Andy Kettlewell, 
would fare against some of the major enemies of humanity, 
namely Chaos, Eldar, Orks and 
504 Mark Brendan! 
Zone ios 


51 8425 
q 


BATTLE REPORT 


In White Dwarf 212 we brought you Scourge of the 
Damned, three scenarios for the Sisters of Battle 
penned by Gav Thorpe. Well this issue we’re 
putting those scenarios to 

the test in a special three 

part battle report. 


We’ ve gone for three 

y : nee ™ stand-alone scraps 

75 9761 4 _~ } ‘ae against Chaos, Eldar and Orks. 
— al B\+% The Sisters of Battle are to be 
- commanded by Andy Kettlewell, 

24 1009 : a whilst Mark Brendan will 


” \ 
92 5442 x“ command each of the opposing forces. 


575 = , 
044 a . First up is Defend the Shrine, in which the 


Sisters of Battle must (ever so 
surprisingly) defend one of their holy 
shrines from an attack by Chaos forces. 
The second scenario is called Liberate 
the Relic, in which a mysterious Eldar 
Farseer accompanied by an Eldar army 
has stolen relics sacred to the Sisters of 
Battle. They must recover them at all 
costs. Finally, in Pierce the Darkness 
Orks have invaded Imperial space, 

and the Sisters of Battle have been 

sent to break through their 

perimeter and gather intelligence 

on their base camp. 


The next two pages contain basic 
army lists for the forces 
involved and some background 
stories to set the scene. Now 

it’s time to fight! 
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1,500 POINT CHAOS ARMY 


Chaos Terminator Lord 

Icon Bearer with the Flesh Banner 
Chaos Marine Aspiring Champion 
Chaos Terminator Aspiring Champion 
Night Lord Chaos Marine squad 


Night Lord Chaos Marine squad 
with heavy weapons 


Chaos Marine bike squad 


Chaos Dreadnought with Mk1 
heavy plasma gun and 
power scourge 


° i) 45 
Ai 


PS ile 


1,300 POINT ELDAR ARMY 


Farseer 

Warlock Champion 
Howling Banshee Exarch 
Dire Avenger Exarch 
Guardians squad 

Dire Avengers squad 
Howling Banshees squad 
Wraithguard squad 


War Walker with lascannon 
and scatter laser 


Ork Warlord 

Gretchin Battle Standard Bearer 
Painboy 

Mekboy with Shokk Attack gun 
Runtherd 

Blood Axe Kommando Kaptin 
Gretchin squad 


2 squads of Death Skull Looters 
with kombi-blastas 


Blood Axe Kommandos 
squad 


Snotling bases 
Warbike squadron 
Two War buggies 


Dreadnought with lascannon 
and heavy bolter 


Missionary Mighty Hero 

Two Veteran Battle Sisters Superiors 
Seraphim Veteran Sister Superior 
Battle Sisters squad with heavy bolter 
Battle Sisters squad with multi-melta 
Seraphim squad 


1,300 Point Sisters of Battle Armp 


Canoness 

Arch Confessor Kyrinov 

Veteran Battle Sister Superior 
Preacher 

Battle Sister squad 

Battle Sister squad with multi-melta 


Battle Sister squad with heavy flamer 
and melta-gun 


Seraphim squad 
Frateris Militia 
Immolator 
Rhino 


Canoness 

Banner Bearer 

Seraphim squad 

Battle Sister squad with heavy bolter 
Battle Sister squad with multi-melta 
Battle Sister squad with heavy flamer 
Immolator 

Rhino 


the area step up to full alert. 


05:19hrs We have confirmation that a hostile force is 
responsible. A Night Lord battle fleet, code-named 
Proserpine, are assaulting the newly reciaimed planet, 
Coriolanthe. Rear Admiral Ganesh of Hydraphur has 
dispatched the rapid response fieet to assist defenders, 


06:22hrs Corlolanthe Administratum reports widespread 
preach of their atmosphere by landing craft. Surface-to- 
air batteries have eliminated 32% of incoming vessels. 
Scans indicate that 96.4% of enemy craft making iandfall 
have successiully dispatched Chaos Marines onto the 
surface of Coriolanthe. Two main columns of the Chaos 
landing elements have been identifed, and are closing in on the Shrine of St. Errigal. ETA 06:42 hrs. 


06:41hrs Missionary Jerubaal has arrived at the Shrine of St. Errigal with a small force of Adepta Sororitas. Visual 
confirmation of enemy trou...(static) 


(Final transmissions received by Comm-Net from Coriolanthe Orbital Augury Helios) 


FAO Arch-Confessor Kyrinov 
CONFIDENTIAL: Authorised Personnel Only 


REF: 810/- A916 


Redemptor, we urgently request your presence on 
Xerxes IX regarding a matter of the utmost delicacy. In 
the past fortnight there have been eighteen separate 
reports of Eldar ships illegally entering the atmosphere 
of Xerxes IX. They have consistently refused to answer 
our attempts at communication, we have thus far failed to 
intercept them with our cruisers, and they have declined 
our offers of a fight! 


However, at 02:17 hrs this morning a Farseer appeared on 

the planet's surface and led a sizeable force of Guardians 

and Aspect Warriors, supported by War Walkers, against 

the Shrine of the Nameless Martyr. The shrine itself was levelled to the ground, and survivors report that the Farseer 
removed the remains of the Nameless Martyr before destroying the building. Our intelligence confirms that they are 
approaching an abandoned water treatment plant, where we believe they intend to wait for transport off planet. 
Needless to say, you can imagine the consequences of our enemies In the Administratum learning of this blunder... 


(Top secret communication from Canoness Aemillia to Arch-Confessor Kyrinov, anonymously leaked to Administrator Jeg) 


Operation: Pierce the Darkness 
MISSION BRIEFING 


. Ork Warlord Grughal Og Grughakh has established a 
beach head into Imperial Space on Denkari Minor. 
L) Denkari Minor is a tropical Deathworid, so it Is 
advised that your strike element is fully conversant 
with the data on dangerous indigenous lifeforms 
likely to be encountered on the planet's surface. 
The dense jungle canopy, coupled with the 
abundance of animal life, has rendered preliminary 
scans of enemy movements impossible. Therefore, 
your mission is intelligence gathering. 
You will be dropped ten klicks north east of Dracolith 
Tor. Make your way to the Tor and press southwards 
from there. 
This is where we expect you to encounter your first resistance, since we believe the Ork base camp to be a short distance 
south of the Tor. 
Break through the Ork perimeter and report back with details of the Ork encampment. 
Terrain from drop zone to target will be mainly flat marsh land, with some jungle areas. 
(Mission briefing to Canoness Aemillia from Confessor Leviticus) 


Defend the Shrine 


In the first of the three battles, a massive Chaos horde (ably commanded by Mark) is | 
attacking an Imperial shrine defended by a handful of Sisters of Battle (under the control of 
Andy). The forces of Chaos mass to attack on one side of the shrine, sending out a small 
flanking force of Chaos bikes, while the Sisters wait for their opportunity to launch a 
dangerous counter attack with the elite Seraphim. 


Left: Mark's Chaos forces get the 

first turn, moving forward to be 
met by a hail of bolter fire 
from the Sisters of Battle 
taking cover in the shrine. 


BATTLE REPORT 


Above: Andy deploys his SovrOhHas forces 
in the shrine atthe start of the Wattile. Hep, 
they are safely in cover, with He yeraphin 


The main Chaos 
force swarms 
over and around 


the hill outside ; a) 5 } ari ready to jump out when needed 


Night Lord bikes 
sweep around the 
flank to atack the 
shrine from a 
second direction. 


the shrine. 


Left: The 

Seraphim throw 

a volley of plasma 

grenades at the advancing 

Chaos forces, slowing down 
Mark's advance as he is forced to 
move his troops round then. 


The Seraphim counter 
attack against the Chaos 
assault. 


Left: Ti 

Mighty Hef desire 

the Chaos Dreadnous” 
in hand-to ad combat. 
before tak q hea) 
flamer hit fram the Chaos 


Sisters of Battle Debrief 


Ho! Ho! Ho! The game ended just in time for my army, One more turn 
and I’m sure that Mark would have got at least one model into the shrine 
and won the game. The best point in the battle (for me) was the 
Missionary’s heroic attack against the Chaos Dreadnought. With the Phial 
of Dolan and Staff of Belief, he knocked the Dreadnought for six in close 
combat! Other good deeds were done by the Seraphim who slowed the 
Chaos attack down by throwing plasma grenades everywhere. Overall it 


Above: As the battle reaches its was a good game, but I’m glad it ended when it did! 
conclusion, Chaos Marine bikes attack 


the shrine from a new direction. 


Sisters of Battle Plan 


ndy: Having deployed most 
AS my troops in the shrine, I 
turned to Gav for some much 
Raid, needed advice. His wise reply was 
Diam that the best form of defence was 
Mma cm) offence. With this in mind I 
issn choose a squad of Seraphim 
armed with plasma grenades. 
With them jumping around the 
battlefield they could at the very 
least hold up some of Mark’s 

approaching forces. 


Chaos Plan 


| Me I decided to make a 
eS 


concentrated assault from 
the left flank, which boasted the 
best cover for the approach. All of 
my characters possessed Marks 
of Khorne to make them tough 
hombres in close combat. As an 
afterthought I also took a lot of rs 
area affect weapons to clear out f #0 E 
the shrine. ,s* 

z 


Chaos Debrief 


What can I say? It all ended too quickly for me, and there simply 
wasn’t the time to get any of my troops into the building. The biggest 
upset in the game occurred when the Missionary Major Hero destroyed 

The Migsio! foe the Chaos Dreadnought in close assault. 
hty Hero des I reckon Andy’s bold use of the Seraphim, armed with plasma grenades 
haos Dreaidlnd So contributed more than any other factor to my downfall. They managed 
1-to-hand coll to slow down my main push to a virtual standstill, ensuring that I didn’t 
a he make up the ground that I needed, and also did a bit of damage to my 

¥ troops on the way. 


Above: The remaining Seraphim 


drop back to shower the attac king VICTORY POINTS 


Chaas bikes with plasma grenades. 


SISTERS OF BATTLE: 8 CHAOS: 3 


Liberate the Belic | 


The second battle sees Andy’s Sisters of Battle trying to recover a stolen artefact from 
Mark’s Eldar force. Andy launches a bold flanking attack with a Rhino full of Sisters of — 
Battle to attempt to kill the Farseer who holds the relic, while Arch-Confessor Kyrinoy leads 
a frontal assault to keep the enemy force occupied. Meanwhile, Mark’s Eldar struggle to 
keep their leader out of the oncoming attack. 


Right: The Fe wrt ; The Rhino switigs wi. 
Seraphim wait for ; Ss 4 around the Eldar flan, 
the opportunity to ye carrying the ¥ 
attack, with the &% x ~ together witht 

Sisters of Battle on i of Battle sq 

squad providing 2 ty : 

covering fire. 


Above: Arch—Confessor 
Kyrinoy advances towards the 


Eldar behind a_ screen of 
Frateris Militia. 


The Howlk anshees 
rush arowil the bill 
and — magSficre = an 
attacking Battle Sisters 
but the 
re killed. 


The Seraphim leap out 
from behind their cover to squad. 
rain a deadly hail of Canoness 
plasma grenades onto 


The War Walker their foe. 


blows the tracks off 
the Immolator 
before its pilot is 
killed by bolter fire. 


Right: Dire Avengers 
upon the Ecclesiarchy’s 
advance while the 
Farseer shelters behind 
the Howling Banshees. 


Sisters of Battle Debrief 


The relic was there for the taking, but time ran out for the Sisters of Battle. 

Actually I’m glad the game did end because Mark had lots of Howling 

ae Banshees ready to charge which would have crippled my attack and may 

ot ty ere) have won him the game. Apart from not winning, I thought the game went 
leads Y om well, and I’m glad I achieved my objective. The destruction of the War 
Walker was a bit lucky, but a few things went wrong for me as well. I know 

; the Immolator can cause a lot of damage, so I was not impressed when it 

Above: Only a lone Warlock stands was immobilised in the first turn as well as the Seraphim being killed by 


between the Sisters of Battle and their their own plasma grenades. 
relic... until the Howling Banshees leap into 


the fray! 


Sister of Battle 
Plan 


ndy: This was going to be the 

toughest scenario for the 
Sororitas so I decided to put all 
my eggs in one basket and go for 
an all out attack. I used a Battle 
Sisters squad, Canoness, 
Seraphim and a Rhino for my 
main attack. 


Eldar 


Plan 


ark: I deployed behind a 
hill on the opposite side of 
the board from the Sisters of & 
Battle. With the important stuff 
hidden behind a screen of 
Guardians and Dire Avengers, I 
‘line Banshe: was free to hunt stragglers and 
flankers with the War Walker. 


Baitle Sist 
AM but 
y were Killec 


Eldar Debrief 


With our game set at four turns each there was bound to be some 
spectacular events such as the Immolator being immobilised on the first 
turn, immediately followed by the War Walker being destroyed by 
bolter fire of all things. Apart from that, the plasma grenades of the 
Seraphim proved that in close proximity, they can be just as lethal to 
their own troops as the enemy. Two balls of plasma killed not only most 
of my Guardians, but most of the Seraphim who had thrown them. The 
game ended with no one in possession of the relic when the Canoness 
felled the Farseer with her melta gun on the final turn. 


Above: In the closing stages of the 
bditle the Canoness aims her melta gun at the 
Farseer to deny the Eldar the relic. 


Pierce the Darkness 


In the third and final battle, Andy’s Sisters of Battle must break through a heavily defen ided 
Ork battle line, while Mark desperatley tries to hold them back with his motley assortme 4 of 
Ork gubbinz. The Orks rush across the battlefield to contain the Sisters, who are content to 
concentrate on eliminating their opponent rather than breaking through their lines. 


Seraphim and Battle Sisters Right: The poor old Rhino never even 

come close to breaking the managed to make it off its starting position 

Ork line. but are repusled by before being immobilised by the War Buggy. 

heavy fire from the Ork Fortunately none of its passengers were 

kustom kombi-weapons. harmed and they escaped from the wreckage 
on their next un. 


teal f 


y 


BATTLE REPOR 


The Immotator is ey 
of the Ecclesiar 
make it th 


A lone War 

Bugey is brought 4 

on with the Flank . HET SS ean ae 
March strategy - 

card, but it fails to do 

any damage before 

being taken out by a 

well aimed multi-melta 

shot. 


TAL 


The Sisters of Battle come 

under heavy fire fron Death Buggy 
Skull Lootas, Warbikes and the Dreadnought 
Dreadnought, They put up a forward to engage the 
brave fight, but are unable to of Battle as they attempt 
survive the battle. advance on this flank. 


Below: The Blood Ave Kommandos are bifeken by * 

Seraphim and the Sisters of Batile. They spend the 
rest of the game cowering in the jungh i failing © 
rally each time they try. 


Left: After it manages Sisters of Battle Debrief 


to immobilise the 

tao = §Mrmrm, I lost! The funny thing is that I enjoyed this battle the most out 
Cee § of the three. I was impressed by the Seraphim when they attacked the 
; eke $8 §Kommandos. I used their special ability to fire two pistols in the same 
ment Of ; . aboard the vehicle. turn and it worked a treat. The Immolator had the potential to do well 
ent to ; when it heavy flamed three Warbikes, but I rolled some terrible dice 
(gem dice to be exact) and they refused to score anything above a 2. The 
main reasons for my downfall were the kombi weapons, the fact that I 
forgot about the scenario conditions and the Reinforcements strategy 

card, Oh well, two out of three is not bad. 


Sisters of Battle 
res Plan 


larchy ainy 


thro th Az I had _— supreme 
Kk battle lines confidence starting this game 


because I play with an Ork army 
and know all their strengths and 
weaknesses. I decided to use an all 
Sisters of Battle army because I 
wanted as many quality troops as I 
could get my hands on. 


Ork 


Plan 


ark: Taking offence as the 

best form of defence, I 

based the army around a lot of 

A War fast attack vehicles to hunt down 
and and intercept attackers, whilst 
push Death Skull Lootas and a 


le Sisters 


ie Dreadnought were chosen to 
i] Uf 0 


protect the deployment zone. 


ve broken by 
ry then Spe e 

jungle, fail Ork Debrief 

At last, the accursed Ministorum falls before my might. However the fast 
attack elements of my army proved to be quite a major disappointment as 
Buggies and Warbikes whizzed all over the place failing to hit most of 
their intended targets. Anyway they were all stuffed quite severely, along 
with the Dreadnought. Not that I was in the least bit concerned (well, 
perhaps a little), because the covering fire they were receiving from my 
Death Skull Lootas’ combi-blastas had the Sisters dropping like flies, one 


squad even breaking. Yep I take my hat off to those Death Skull Lootas, 
they won the day and not even one of them blew up! 


Above: In the final stages of the 


battle, Mark plays the Reinforcements VICTORY POINTS 


Strategy card, and the arrival of five more 


Warbikes seals the Orks' victory. SISTERS OF BATTLE: 10 ORKS: 15 


All of the models from the three battle reports 
have been picked from our army. All of the 
models we’ve highlighted on this page are the 
latest ones to hit the blister racks this month. 


Sisters Superior 


si "Seraphim with twin hand flamers, flamer and multi- 
i melta ‘i 4 


Battle Standard of the Order of 
Our Martyred Lady 


) 
$ 
ps 


ef 


7 
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In the aftermath of the 


three battles, 


Mark, 


Andy and Gav set about 
putting their thoughts 
together on how it all 


went. Mark spills the 


beans on what they 


discussed... 


So, we have a draw right : 
board. : 
Sometimes games just turn i 
out that way, and at least : 
nobody can moan about : 
being the loser in the end. : 
The other thing which : 
makes this a noteworthy : 
result is that it proves that : 
the Sisters of Battle are : 
quite capable of holding : 
in a_ scrap, : 

should be : 


across the 


their own 
although it 


stressed that 


with allies. 


Some interesting tactics, 
which can be used in: 
general when applied to : 
most armies, have been 
thrown up by this battle : 
In the first two: 
battles Andy equipped his : 
Seraphim with plasma: 
grenades, a choice which : 
proved effective, if erratic. : 
As we know, he used them : 
to great effect in the first i 
battle as a delaying tactic, 
so although they didn’t: 
actually cause that much i 
damage to the Night Lords, : 
their effect on the speed of : 
Marine’s : 

proved i 
catastrophic when it came : 


report. 


the Chaos 
advance 


they do} 
function better as allies, or : 


SISTERS OF BATTLE: 10 


SISTERS OF BATTLE: 7 


to the mission objective. In : 
the : 
plasma grenades were : 
something of a double- : 
Andy’s : 
intention was to block line : 
of sight to the main group : 
of Ecclesiarchy troops for : 
the Eldar clustered around 
full} 
destructive capabilities of a : 
were : 


the second battle 


edged sword. 


the hill, but the 
plasma grenade 


demonstrated 


here. Not only did the | 7 eae wo 
Seraphim wipe out their : Rhinos, giving it protective ; 
i target unit of Guardians : Vehicle cards, or making | 
i : sure you keep up a fast : 


? almost to a man, but they : 
own } 


also fell to their 


weapons! 


Another worthwhile issue : 
highlighted in this battle i 
report is how you use your 
tanks in the game. When } 
we're talking about tank ; 
use for the Ecclesiarchy, 
we are of course referring } 
mainly to the Immolator. In : 
both battles where it made } 
an appearance it was given : 
special priority as a target, : 
and | made very sure that it 
was out of commission i 
before it got anywhere near : 
my troops. This is because : 
a vehicle like the Immolator : 
is guaranteed to grab an : 


opponent's attention, and : 
they are not likely to rest : 
until they have got it out of : 
their hair. With this in mind : 
there are two courses of : 
action you can take to: 


make the most of such a : ; 
? lacking 


: Ecclesiarchy army is tank 
The first of these is to do : 
your utmost to protect it, : 
which can be done by : 


horribly { S0f@ening it with empty i 


vehicle’s scare factor. 


speed on the battlefield. : 
: The other way to take : 
? advantage of the enemy's : 
fear of the Immolator is to 
use it as a decoy to hide } 


the real threat to your 
opponent's army, 
perhaps an  Adepta 
Sororitas squad with a 
heavy bolter. 


Speaking of infantry, the 
Adepta Sororitas are 
exceptionally tough. 
Never underestimate the 
protection of power 
armour, as | found out in 
the first battle when an 
inordinate amount of his 


shots were repelled by the i 


ORKS: 15 


ELDAR: 7 


toughness and armour of 
the Battle Sisters (they 
even managed to survive a 
reaper autocannon volley 
at one point in the game). 


The big thing which is 
from the 


busting capability. With the 
exception of the multi-melta 
(and certain psychotic 
Missionary Major Heroes 


i who knock Dreadnoughts 
: for six in close combat) the 
' Adepta Sororitas do not 
? have anything to deal with 
: heavy armour. 
? where allies come in very 
: handy, because if you know 
: you are going to be facing 


This is 


lots of tanks, 
Dreadnoughts, Carnifexes 
or whatever, it’s always 
handy to have a Space 
Marine Devastator squad 
or Dreadnought, or a 
couple of Imperial Guard 
tanks to back you up. 


By Mark “Hordes of 
Iniquity” Brendan 


rmour of 
rs (they 
survive a 
in volley 
game). 


vhich is 
the 
‘is tank 
With the 
diti-melta 
sychotic 
Heroes 
Jnoughts 
nbat) the 
do not 
Jeal with 
This is 
+ in very 
‘ou know 
ye facing 
tanks, 
arnifexes 
always 
1 Space 
r squad 
or a 
| Guard 
Jp. 


A VIEW FROM THE DESIGNER 


Gav Thorpe 


have 
themselves, 


a wide 


situations. Bearing in : 


mind that they wor 
best with allies, or a 
allies to another arm 
of the Imperium, wha 


is it about them that : 
them so: 
valuable? Well, Battle : 
Sisters squads have : 
heavy } 
flamers, and the only : 
other infantry squad : 
who can take these : 
awesome weapons are : 
the expensive Space : 
Terminators. : 
There are also the: 
Seraphim squads, who : 
excel at short-ranged : 
firefights and, last but : 
by no means least, the : 
Immolator. 
Any of these troops : 


makes 


access to 


Marine 


dreaded 


: provide a 
: adjunct to the Space : 
: Marines or 


: Guard by providing 
: either better equipped 
or cheaper options for : 
: you to bolster your : 
: army. 


: Well that’s the army in 
Well, well, well! A win, : 
loss and a draw! You : 
can't ask for a more : 
even result than that, : 
can you? Overall, I’m : 
very pleased with the : 
way the Battle Sisters : 
conducted : 

showing : 
that they have the : 
versatility to cope with : 
variety of : 


these three battles? As 
we found 


The Shrine scenario, 


the defenders must : 
the game in: 


start 
hiding. This 
them to get the first 
shots off, which can 


defeat. I've found that 
lamer weapons are : 


great for the defenders 


n this case, and the : 


Sisters of Battle 


enemy must 


maximise 


often get 
inviting 


brilliant : 


Imperial : 


Seraphim’s 
allows 


defending) 


glorious 


shuffling off with an : 
ignominious defeat. In : 
: this case it was the : 
: Rune * 
: Armour save. That was 
certainly have access : 
to plenty of them. The : 
move : 
towards the shrine, it's : 
no good just killing the : 
defenders, they have to : 
get inside the shrine as : 
well. This means that : 
they have to move into : 
range of your flamer : 
weapons, and as they : 
converge on one point : 
they will probably be : 
forced to bunch up to : 
their : 
firepower. You don't : 
such an 
target! A: 


Farseers 4+ 


mobility : 
them to: 
confound your enemy's : 
: plans. By launching an : 
: attack (even if you're : 
i you can: 
break up the enemy : 
; advance and distract : 
i your foe from their : 
: main purpose. 
general, so what about : |, | iperate the Relic 
when : We see that no matter objectives. It 
developing the Defend : what's happening, you : 
i must never give up. : 
: Every dice roll counts; : 
each to hit roll or: 
allows ; afmour saving throw 
: can mean the : 
: difference 


ee ae. aITOYenice returning home with a : 


between victory and : 


between : 


a 50/50 chance for 
victory, how close can 
you get?!? Full credit to 
Andy for concentrating 
on what was important. 
Its easy to get 
distracted by killing 
enemy troops when 
what you should have 


: been doing is focusing 


mission 

is by 
achieving these that 
you can win a game, all 
other things being 
equal. 


on your 


Pierce the Darkness, 
the scenario against 
the Orks was a tough 


; : one, trying to punch 
victory OF through an 


* whose main strength is 


army 


numerical superiority! 
As it turned out, Andy 
would have done well 
to keep with his plasma 
grenades tactic, cutting 
off some of the vast 
Ork army and 
concentrating his force 
against one part rather 
than the whole. Oh 
well, such are the 
benefits of hindsight! 


GAMES WORKSHG} 
PRESENTS 


Gear 


' Wisse te We 
, Re . i > * 
\ aan +2 =) ‘ 
r = B * . - \ 34) 
re (St A Soawyj 4) \ 
rh aay). 
’ 
~ 


SUNDAY 28TH SEPTEMBER LOAM TO°4 
BIRMINGHAM NATIONAL,INDOOR AREF A 


‘GOLDEN DEMON: 


Best Warhammer 40,000 Miniature 
Any single Warhammer 40,000 miniature on a standard 
round slottabase. Individual models mounted on Bikes and 
the like should be entered in Category 3. 


Best Warhammer 40,000 Squad 

This category is for Warhammer 40,000 squads chosen 
from the Squads section of the Codex army lists. Note: 
Space Marine squads must be full ten-man squads and not 
five-man combat squads. Other races may be chosen within 
the army list parameters (eg: Dark Reapers 3-7 models, 
Snotling Herd 2-10 bases plus a Runtherd, etc). This 
category includes squads mounted on Bikes, Jetbikes and 
Warbikes as described in the various Codex lists. All 
models must be presented on standard gaming bases 
(slottabases where they’ re appropriate). 


Best Warhammer 40,000 Vehicle 
This category is open to single Warhammer 40,000 vehicle, 
Dreadnought or War Walker models. This category includes 
individual small vehicles like Bikes if appropriate to the 
model and the army, eg Eldar character on a Jetbike or 
Space Marine Chaplain on a Bike. 


Best Warhammer Single Miniature 
This category is open to single Warhammer miniatures on 
standard slottabases up to 25mm x 50mm maximum size 
(cavalry base). Models on Monster bases should be entered 
into the Monsters and Creatures category. 


Best Warhammer Command Group 
Entries for this category consist of four Warhammer 
miniatures on their standard slottabases (25mm x 50mm 
maximum size as for single miniatures). Your entry must 
include a Standard Bearer, a Musician, and a Champion for 
a single regiment plus an Army General or a Wizard. 


Best Warhammer Monster 
or Warhammer 40,000 Creature 
This category is open to Warhammer or Warhammer 40,000 
monsters on 40mm x 40mm or 50mm x 50mm standard 
bases. This covers Avatars, Ogryns and Tyranids and you 
may include a ridden monster if you wish eg: Orc Wyvern, 
Chaos Dwarf Bull Taurus, etc. 


Best Necromunda Gang 
Entries for this category consist of an eight model 
Necromunda gang (4 models for Spyrer teams). All models 
must be presented on standard round slottabases. 


Best Epic 40,000 Titan 
This category is for a single model of a Titan or Gargant, on 
its standard base. This includes Warlord Titans (Imperial or 
Chaos), Imperator Titans, Gargants, Great Gargants, Mega- 
Gargants, Revenant Titans, Phantom Titans and Tyranid 
Bio-Titans (Hierophants and Hierodules). 


Best Epic 40,000 Battleforce 
Entries to this category should be made up of an Epic 40,000 
force consisting of one or two Detachments of models. 
There should be no more than 10 vehicles or War Engines 
and no more than 20 units of infantry or bikes. 


Battle Scene 
Entries for this category consist of a Battle Scene from 
either Warhammer, Warhammer 40,000 or Epic 40,000. The 
display must not be larger than 30cm x 30cm and the 
maximum permitted height is 30cm. The Battle Scene 
should have at least two miniatures arranged in a combat 
pose, but otherwise there are no restrictions on the Battle 
Scene’s theme or content. 


Barry Lees - 1st place 1996 Warhammer Command Group 


The Young Bloods Competition 


The Young Bloods painting competition is open to any 
competitors aged 14 years or under. Your entry should 
consist of any single Citadel miniature, either Warhammer 
or Warhammer 40,000, on its standard gaming slottabase 
(25mm round base for Warhammer 40,000, 20mm or 25mm 
square base for Warhammer). 


Note that this year you can enter both metal and plastic 
miniatures in the Young Bloods competition. 


The Open Competition 


The Open Competition is literally what it says — an open 
opportunity for you to let your imagination run riot! There 
are no restrictions on your entry, so it could range from a 
single miniature to a sweeping diorama. Anyone can enter 
the Open Competition, including Games Workshop staff, so 
beware that the competition will be stiff! In fact this year 
we are even going to let Mike McVey enter to increase the 
pressure on Dave Andrews who has won both of the 
previous Open Competitions. As Mike will be entering 
himself, the Open will this year be judged by a panel of 
notaries including John Blanche and Rick Priestley. 
Remember that no matter how wild your entry, they will be 
looking for well-painted and modelled miniatures that 
adhere to the imagery and ethos of Games Workshop’s 
fantasy universes. You are also allowed to include 
conversions if you wish, but they too should be consistent 
with the atmosphere of the game world and spirit of the 
miniatures. 


1997 COMPETITOR’S 
GUIDELINES 


» You can only enter once in each category and all entries to the 
Golden Demon Awards must be painted Citadel Miniatures 


* Ail single miniatures must be mounted on the appropriate 
gaming bases. 


* Conversions are allowed, but should be consistent with the 
atmosphere of the game world and spirit of the miniatures 


Overall, the judges will be looking for well-painted miniatures 
that adhere to the imagery and ethos of Games Workshop's 
different fantasy universes. 


* All entues to the 1997 Golden Demon Awards must be 
personally handed in and registered at the National Indoor 
Arena, Birmingham, on the 28th of September 1997 


* Competitors will be fully responsible for the transport of their 
own entries to and from the competition and for storing their 
own transport and packing materials on the day. 


* Once they have been booked in, Games Workshop undertakes 
to treat all entries with the greatest care, but can accept no 
responsibility for loss or damage to individual entries. Entry to 
the competition is entirely at the competitor’s own risk. 


¢ Entry into any of the competitions gives Games Workshop the 
right to display, photograph and publish any entry as they see fit. 
The judges’ decision is final and no comespondence will be 
entered into. 


Postcode 
Telephone Number 


Category Name 
Description of entry 


FOR OFFICIAL USE ONLY 


Category Number [3]2]3]4[5]6] 7] 8] 9 [rofveod 


OFFICIAL ENTRY FORM 


Please fill in a separate entry form for 
each entry 
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GREEN KNIGHT 


a 


GRAIL KNIGHTS 


The above Warhammer boxed sets can be incorporated into your games of Warhammer using the rules printed in 
the Warhammer Armies: Bretonnia book. All models supplied unpainted. Louen Leoncoeur is a multi-part 
experi kit which requires a degree of modelling skill to assemble. We do not recommend this kit for young or 
inexperienced modellers. 


Citadel, the Citadel castle, Games Workshop, the Games Workshop fogo and Warhammer are 


CITADEL 
MINIATURES 
registered trademarks of Games Workshop Lid © Games Workshop Ltd, 1997 Ail rights reserved 


Citadel miniatures. If you have difficulty in obtaining any particular 
games or models then our Mail Order service will be happy to help! 


Stockists marked in blue carry 
a full range of Epic 40,000 


Card Crazy 
Shop 12 Downtown Plaza 
Worley Place, Hamilton (07) 839 6930 


City Toys & Nursery 
Shop1, 68 Willis Street 
Wellington (04) 473 0226 


Conway’s Paper Plus & Toyworld 
186 High Street 

Rangiora (03) 313 7812 

Frankton Models 

72 Kent Street 

Hamilton (07) 847 5292 


Warhammer 40,000 Boxed Game 
Dark Millenium Supplement 

Storm of Vengeance Scenario Pack 
Angels of Death Codex Book 

Orks Codex Book 

Sisters of Battle Codex Book 


SPACE MARINES 


Ravenwing Attack Force 

Space Marine Scouts (x5) 
Space Marine Warriors (x6) 
ORKS : 

Nazdreg, Bad Moon Ork Warlord 
Space Ork Warriors (x6) 
Gretchin (x8) 


Headquarters Hobbies 
Centrepoint Mall 

Blenheim (03) 578 1458 
Heroes For Sale 

11 Totara Avenue 

New Lynn (09) 827 2870 
Home Entertainment Centre 
West Plaza 

96 Grey Street 

Tauranga (07) 578 6239 


Imagination Books & Games 
Phoenix Arcade 

16 Bridge Street 

Nelson (03) 548 9580 


J & N Gifts &Hobbies 
106 Main Street 
Upper Hutt (04) 528 3456 


Kohi Hobbies & Toys 

Shop 1a Eastridge Shopping Centre 
215 Kepa Road Mission Bay 
Auckland (09) 528 4456 


Kapiti Games & Models 
Shop 218A Coastlands Shoppingtown 
Paraparaumu, Raumati (04) 298 9025 


Mark One 
33 Dee Street 
Invercargill (03) 218 4314 


Mark One 
225 High Street 
Christchurch (03) 366 0771 


$179.95 
$89.95 
$49.95 
$44.95 
$44.95 
$44.95 


$240.00 Boxed set 
$44.95 Boxed set 
$19.95 Boxed set 


24.95 Blister pack 
$19.95 Boxed sat 
$19.95 Boxed set 


Mark One 
142 Heretaunga Street 


East Hastings (06) 878 7987 


Mark One 

551 Victoria Street 
Hamilton (07) 839 3728 
Mark One 

124 Dalton Street 
Napier (06) 835 2328 
Mark One 

20 The Square 


NEW ZEALAND STOCKISTS N 


All of the following stores stock a range of Games Workshop games and 


Palmerston North (06) 356 6779 


Mark One 

301 Tutanekia Street 
Rotorua (07) 348 5899 
Mark One 

114 Devonport Road 
Tauranga (07) 578 1895 
Mark One 

1 AMA Building 


Cnr Lake Road & Como Street 


Takapuna (09) 488 0744 


Mark One 
183 Victoria Avenue 
Wanganui (06) 347 7391 


Mind Games 
635 Columbo Street . 


Christchurch (03) 365 5487 


Mind Games 
73 Princes Street 
Dunedin (03) 474 1044 


SISTERS OF BATTLE 
Battie Sisters (x3) 

Battle Sister with flamer (x1) 
Battle Sister Banner Bearer (x1) 
Battle Sister with multi melta (x1) 


‘Sister Superior (x1) 


Seraphim Batile Sister 


$18.95 Blister pack 
$14.95 Blister pack 
$14.95 Blister pack 
$14.95 Blister pack 
$14.95 Blister pack 
$14.95 Blister pack 


Seraphim Battle Sister with flamers (x1) $14.95 Blister pack 


Seraphim Sister Superior (x1) 


"Uriah Jacobus, Protector of the Faith (x1) 


Imperial Preacher (x1) 


imperial Frateris Militia (x4) 


$14.95 Blister pack 
$21.95 Blister pack 
$14.95 Blister pack 
$19.95 Blister pack 


‘NEZEALAND STOCKISTS NEW 


lister pack 


lister pack 
lister pack 
lister pack 
ister pack 
ister pack 
lister pack 
lister pack 
lister pack 
lister pack 


lister pack 


——— 


W LAND PRICES NEW ZEALANI 


Mind Games 
Mid City Centre 
Wellington (04) 382 8978 


Mind Games 
469 Khyber Pass Road 
New Market, Auckland (09) 522 1905 


Newmarket Hobbies 
49 Remuera Road 
New Market, Auckland (09) 524 8369 


Gne Stop Models 
95 Vine Street 
Whangarei (09) 438 8778 


Outer Limits 
445 Devon Street East 
New Plymouth (06) 757 4655 


Pendragon 

Lvl 1 Country Wide Bank Centre 
280 Queen Street 

fuckland (09) 303 2321 


Pendragon 
Shop 2/16 Manners Street 
Wellington (04) 801 9088 


Pendragon Games 

86 Saint Andrews Street 
Dunedin (03) 477 5878 
Sciascia Books & Souvenirs 
198 Oxford Street 

Levin (06) 368 6891 
Toyworld 

71 Clyde Road 

Browns Bay 

Auckland (09) 478 9464 
Toyworld 

The Mall 

Pakuranga 

Auckland (09) 576 7415 


Warhammer Boxed Game 


UNDEAD 


AER. 


AA 


WARHA! 


DWARFS 


Dwart Organ Gun (x1) 
Dwart Bolt Thrower (x1) 


HICH ELVES 


Maiden Guard (x3) 


$179.95 


Warhammer Magic Supplement $89.95 


Armoured Skeleton Spearmen (x3) 
Armoured Wight Champlon (x1) 
Armoured Skeleton Command (x2) 


$18.95 Blister pack 
$14.95 Blister pack 
$17.95 Blister pack 


Everqueen and Malden Guard (x7) 
Maiden Guard Champion (x1) 


Toyworld 
79 Mackay Street 
Greymouth (03) 768 5758 


Toyworld 
225 High Street 
Hawera (06) 278 4926 


Toyworld 

Shop 156 Manukau City Centre 
Amersham Way entrance 
Manukau City (09) 263 4175 


Toyworld 
254 Trafalgar Street 
Nelson (03) 548 0959 


Toyworld 

Shop 56 Hunters Plaza 
Great South Road 
Papatoetoe (09) 277 5925 


Toyworld 
91 King Street 
Pukekohe (09) 238 5853, 


Toyworld 
Shop 20 Shore City 
Takapuna (09) 486 3781 


Toyworld 
245 Selwyn Street 
Timaru (03) 684 8540 


Toyworld 
Broadway Stratford 
Toranaki (06) 765 6687 


Toyworld 
Pacific Plaza 
Whangaparaoa (09) 424 4515 


Vagabonds Novelties & Collectables 
Shop 26, Takapuna Village 
Takapuna (09) 478 0503 


Epic 40,000 Boxed Game $149.95 


Tyranid Hierophant Bio-Titan (x1) $49.95 Boxed set 
Tyranid Hierodule Bio-Titan (x1) $44.95 Boxed set 
Tyranid Harridan (x1) $24.95 Blister pack 
Tyranid Biovore (x?) $24,95 Blister pack 
Tyranid Zoanthrope (x4) $15.95 Blister pack 
Tyranid Carnifexes (x4) $15.95 Blister pack 


$34.95 Blister pack ‘Tyranid Exocrines (x3) $19.95 Blister pack 
$29.95 Blister pack Tyranid Dactylis (x3) $19.95 Blister pack 
Tyranid Assault Spawn Trygons (x3) $19.95 Blister pack 
Tyranid Assault Spawn Malefactors (x3) $19.95 Blister pack 
eee Tyranid Assault Spawn Haruspex (x3) $19.95 Blister pack 
14.95 Blist ‘ : 
nal a ft Tyranid Dominatrix (x1) $26.95 Blister pack 
$18.95 Blister pack 5 
Tyranid Hive Tyrant (x3) $19.95 Blister pack 


a 


. & 


If you are posting your order, 
please send it to: 


GAMES WORKSHOP 
MAIL ORDER 
PO Box 576 
INGLEBURN NSW 2565 


Or you can fax your order through on: 


(02) 9829 6161 


EVERY THING YOU WANT! 


2 N. 
easy to use. Just 2 
rder over the phone 


NEW SERVICES id 


| discontinued range: 


GAMES WORKSHOP 
PARTS SERVICE 


For the last 15 years Citadel Miniatures has been 
hard at work i 


games, however there are models from our old 
ranges and discontinued Products that have long 
been unavailable. 


The special UK Pa 
Ausiralian Mail Ord 


rts Service does not replace 
services by suppl 


ler, but instead augments our 


ying individual parts and old | 
S. 


UK MAIL ORDER 
To place credit card orders by phone call 
001144 11591 40000. You can fax your orders 
through on 001144 1773 533453. 
When writing use this address: 
Games Workshop Mail Order Service 
Chewton Street, Eastwood, 
Nottingham NGi6 SHY England 


rasp as soon as they a 


A selection of Shane's vehicles and armour. Note the Dark Angels 
captain conversion. This impressive model was first seen in the "Wot is 
Mail Order’ article. 


Way back in White Dwarf 209, we showed you the various armies and figures that 
the Trolls in Mail Order had lurking in every corner. Many of these armies had 
conversions of one sort or another in them, One photograph that seemed to draw 
a lot of attention was the small shot of a Dark Angels captain which had been 
converted by Shane. This particular conversion sparked a wave of letters to Shane 
asking him how he'd done it. Speaking to White Dwarf, he explained that he could 
no longer remember the exact process he went through to obtain this stunning 
result but he could remember it had taken him 4 months to complete! On the rest 
of this page you will find more of Shane's work in the form of his Blood Angels 


Army, led by his excellent conversion of Captain Tycho. Both conversions, were 
inspired by John Blanche’s artwork which can be seen in the Warhammer 40,000 
Codex Angels Of Death. 


Above: Shane's brilliant Blood Angels army. 


Shane Hoyle, 
picker Troll 


Above: Shane’s Bloo 
Angels Captain Tychi 
conversion. 
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Or you can E-Mail us at— :fatbloke @ games-workshop.co.uk 


Journal Submission 


Issue 21 of the Citadel Journal is available from Mail Order priced only $15.95 ($19.95 Overseas). 
Please use the order form at the end of the magazine. 


To be certain of your copy of the Citadel Journal you can take out one of our special six issue 
subscriptions available for only $69 (Australia) or $99 (Overseas), With every six issue subscription 
we'll send you an extra issue of the Journal, absolutely FREE! Each Journal subscription will begin 
with the next issue to be published — unfortunately we can’t include back copies in subscriptions, but 
you can still order selected copies from Mail Order. 


DEFEND THE SHRINE 
Sisters of Battle Chaos Horde 


For just $1 25 you get For $255, you get : 1 Chaos Lord 
11 Battle Sisters, 5 Seraphim and in Terminator armour, 1 Icon bearer, 
a missionary. On top of that we'll 7 Ghaos Matines;9, Chads 


‘ Si th Terminators, 3 Chaos bikes, & 3 
give you the Sister wi! Wee es Chaos Marines with heavy weapons 
sword absolutely FREE! with an-Aspiring Champion in 


Terminator armour FREE! 


LIBERATE THE RELIC 
Sisters of Battle Eldar 


P . The Eldar force consists of: 
5 Seraphim, 12 Battle Sisters, 16 
Frateris militia, 1Preacher, 1 Rhino & 
1 Immolator tank all for just $280 
| with a Battle Sister with Malti Melta 
absolutely FREE! 


1 Avenger Exarch, 10 Guardians, 7 Dire 
Avengers, 7 Howling Banshees, 5 
Wraithguard & 1 War walker 


All for $275 with the © arseer 
FREE! 


1 Warlock champion, 1 Banshee Exarch, _ 


MMER 
OO 


Reports are in of & 

amazing army deals 

heading on an ~ 

intercept course wi 
you! 

These deals are r 
the armies used by 
Mark Brendan and Ay 
Kettlewell in t 

issues battle © 
reports. Full det 
of these army Lisi 
can be found in # 
battle reports whi 


of Battle agains 
variety of foes. 
you can recrea 
these battles in 
comfort of your ol 
home. All you nee 
do is ring Mail On 
NOW and talk to 
Trollz! 


PIERCE THE DARKNE 


Sisters af 
Battle 


For only $250 you get 
1 Banner Bearer, 5 Seraphim, 19 
Battle Sisters, 1 Immolator tank, 
& 1 Rhino. 
As well as that we will give you 
the Ganoness with Maul 
absolutely FREE! 


Orks 


Only.$450 for all these O 


1 Mekaniak with Shokk attack ¢ 


1 Painboy, 1 Runtherd, 6 D 


Skull lootaz with combi-weapon 


Blood Axe Kommandoz, 1 
Dreadnought, 5 Warbikes, 2 
buggies, 4 bases of Snotlings, 
& 20 Gretchin. P 


We'llgive you 05040) 


and Makari FREE! 
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: : Call Mail Order now 
'0 order your copy of 


SPACE MARINES 


SPACE MARINE 
SCOUT SERGEANT 


SPACE MARINE SCOUT 
SERGEANT 
010108802 


SPACE MARINE SCOUTS 


$119.95 SPACE MARINE SPACE MARINE ‘SPACE MARINE SPACE MARINE 
SCOUT 1 SCOUT 3 SCOUT 4 SCOUT 5 
010108801 010108803 010108804 010108805 


SPACE MARINE SCOUTS: 


CITADEI. 
MINUATHIRES 


Designed by Jes Goodwin 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. Ail rights reserved. 


NAZDREG'S BODY 
010303001 


NAZDREG’S COMBI WEAPON ARM 
010303003 


NAZDREG, BAD MOON ORK WARLORD 


R 


< 


NAZDREG’S BANNER POLE 
010303002 


NAZDREG'S POWER CLAW 
010303004 


NAZDREG, 
BAD MOON ORK WARLORD 


A COMPLETE NAZDREG, 
BAD MOON ORK WARLORD 
CONSISTS OF : 

1 x NAZDREG’S BODY 
1 x NAZDREG’S BANNER POLE 
4x NAZDREG'S COMBI WEAPON ARM 
1x NAZDREG’S POWER CLAW 


ined by Colin Dixon 


Desig 
a 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd,, 1997. All rights reserved. 
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SISTERS OF BATTLE 


CANONESS 


A COMPLETE CANONESS 
CONSISTS OF: 
+x CANONESS BODY 
1x CANONESS ICON 
1x SISTERS OF BATTLE 
BACK PACK 


CANONESS BODY CANONESS ICON SISTERS OF BATTLE BACK PACK 
010800902 010800903 010800401 


CANONESS 


BATTLE SISTER WITH HEAVY FLAMER 


A COMPLETE BATTLE SISTER WITH HEAVY 
FLAMER CONSISTS OF: 


1 x BATTLE SISTER WITH HEAVY FLAMER BODY 
1x SISTERS OF BATTLE HEAVY FLAMER 
1x SISTERS OF BATTLE HEAVY FLAMER 


BACK PACK 
BATTLE SISTER WITH SISTERS OF BATTLE SISTERS OF BATTLE BATTLE SISTER WITH 
HEAVY FLAMER BODY HEAVY FLAMER HEAVY FLAMER BACK PACK HEAVY FLAMER 
010800701 010800702 010800703 


BATTLE SISTER WITH HEAVY BOLTER BATTLE SISTER WITH MULTI-MELTA 


BATTLE SISTER WITH BATTLE SISTER WITH 
HEAVY BOLTER BODY MULTI-MELTA BODY 
010800602 010801601 


A COMPLETE BATTLE SISTER WITH 
HEAVY BOLTER CONSISTS OF: 
1 x BATTLE SISTER WITH 


HEAVY BOLTER BODY MULTI-MELTA BODY 
1x SISTERS OF BATTLE 1x SISTERS OF BATTLE 
HEAVY BOLTER MULTI-MELTA 


1x SISTERS OF BATTLE BACK PACK 


ACOMPLETE BATTLE SISTER WITH 
MULTI-MELTA CONSISTS OF: 
1x BATTLE SISTER WITH 


1x SISTERS OF BATTLE 


MULTI-MELTA BACK PACK 


SISTERS OF BATTLE 


SISTERS OF BATTLE MULTEMELTA 
HEAVY BOLTER 010801602 
010800603 
leh " 
GSD 
AAKE 
i 
SISTERS OF BATTLE BATTLE SISTER WITH SISTERS OF BATTLE BATTLE SISTER WITH 
BACK PACK HEAVY BOLTER MULTI-MELTA BACK PACK MULTI-MELTA 
010800401 010801603 : CITADEL 


INTIATURES 
Designed by Jes Goodwin 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 


© Copyright Games Workshop Ltd., 1997. All rights reserved. 


SISTERS OF BATTLE 


SISTER SUPERIORS 


A COMPLETE SISTER SUPERIOR 
CONSISTS OF: 


1x SISTER SUPERIOR 
1x SISTER OF BATTLE BACKPACK 


SISTER SUPERIOR WITH SISTER SUPERIOR SISTER SUPERIOR WITH SISTERS OF BATTLE 
POWER SWORD AND BOLTER WITH BOLTER POWER MAUL AND BOLTER BACKPACK 
010800402 010801703 010801704 010800401 


SISTERS OF BATTLE 


SISTER OF BATTLE 1 SISTER OF BATTLE 2 SISTER OF BATTLE 3 SISTER OF BATTLE 4 SISTER OF BATTLE 5 
010800403 010800404 010800405 010800407 010801308 


SISTER OF BATTLE 6 SISTER OF BATTLE 7 SISTER OF BATTLE SISTER OF BATTLE 
010801309 010801310 WITH FLAMER WITH MELTA GUN / 
010800406 010800802 


ACOMPLETE SISTER OF BATTLE 
CONSISTS OF: 


1x SISTER OF BATTLE 
1x SISTER OF BATTLE BACKPACK 


ad 


SISTERS OF BATTLE 
BACKPACK SISTER OF BATTLE BANNER BEARER 
010800401 010801501 


CITADET. 
MENEXCURES: 
Designed by Jes Goodwin 


Not suitable for children under 36 months due to small parts and essential pointed components. All modeis supplied unpainted. 
© Copyright Games Workshop Ltd, 1997. All rights reserved. 


E | SISTERS OF BATTLE 


URIAH JACOBUS, PROTECTOR OF THE FAITH 


PERIOR 


DR 
\CKPACK | 


A COMPLETE URIAH JACOBUS, PROTECTOR 
OF THE FAITH CONSISTS OF: 


1x URIAH JACOBUS BODY 
1 x URIAH JACOBUS RIGHT ARM 
1x URIAH JACOBUS BACK PACK 


m 


URIAH JACOBUS BODY URIAH JACOBUS RIGHT ARM URIAH JACOBUS BACK PACK URIAH JACOBUS, 
; 010802101 10802102 010802103 PROTECTOR OF THE FAITH 
IMPERIAL PREACHERS 


IMPERIAL PREACHER 1 IMPERIAL PREACHER 2 IMPERIAL PREACHER 3 
010802201 010802202 010802203 


FRATERIS MILITIA 


FRATERIS MILITIA 1 FRATERIS MILITIA 2 FRATERIS MILITIA 3 FRATERIS MILITIA 4 
010802301 010802302 010802303 010802304 


__J|@ CITADES, 
— i MINIATURES: 
Designed by Brian Nelson and Paul Muller 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd,, 1997. All rights reserved. 


SISTERS OF BATTLE 


— 


SISTERS OF BATTLE SERAPHIM 
| 


SERAPHIM SISTER SUPERIOR WITH SERAPHIM WITH 
PLASMA PISTOL AND POWER SWORD HAND FLAMERS 
010801003 010801005 


A COMPLETE SISTERS OF BATTLE 

SERAPHIM CONSISTS OF: | 
1 x SISTERS OF BATTLE SERAPHIM 
* wn 1 SISTERS OF BATTLE SERAPHIM 
JUMP PACK 


SERAPHIM JUMP PACK 
010801001 


SERAPHIM 1 SERAPHIM 2 


010801002 010801004 


eE 


=< SERAPHIM SQUAD ¥ i] 
TADEL,. _] 
AWNTATURES 


Designed by Jes Goodwin 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 


HIGH ELVES 


- ann 
ALARIELLE, 
EVERQUEEN OF AVELORN 
! 
| 
qi 
-. 
é 
EVERCEEn be AvELOAII THE EVERQUEEN AND HER MAIDEN GUARD 
021005206 
MAIDEN GUARD COMMAND 
3ATTLE 
oF: 
2APHIM 
2APHIM 
MAIDEN GUARD MAIDEN GUARD MAIDEN GUARD 
CHAMPION HORN BLOWER STANDARD BEARER 
021005301 021005207 021005208 
MAIDEN GUARD 
ros 
° 
MAIDEN GUARD 1 MAIDEN GUARD 2 MAIDEN GUARD 3 MAIDEN GUARD 4 MAIDEN GUARD 5 
021005401 021005402 021005403 021005404 021005405 
cove CITADEL 
r UNIATURES 
—_—A Z 
Designed by Gary Morley 


Not suitable for children under 36 months due to small parts and essential pointed components. A!! models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 


BOLT THROWER 


BOLT THROWER HANDLE BOLT THROWER FRONT FRAME 
020501404 020504206 


BOLT THROWER CARRIAGE BOLT THROWER BOW BOLT THROWER CREW 1 BOLT THROWER CREW 2 BOLT THROWER CREW 3 
020504204 020504205 020504201 


ACOMPLETED DWARF BOLT 
THROWER CONSISTS OF: 
1x BOLT THROWER 
CARRIAGE 
1x BOLT THROWER BOW 


1x BOLT THROWER FRONT 
FRAME 


1x BOLT THROWER BOLT 
1x BOLT THROWER CREW 1 
1 x BOLT THROWER CREW 2 
1 x BOLT THROWER CREW 3 
1x PLASTIC WHEEL SPRUE 


BOLT THROWER BOLT 1x BOLT THROWER HANDLE 
020504207 


ORGAN GUN 


BOLT THROWEF! 


age 


ORGAN GUN COUPLING 
020504108 


ORGAN GUN CREW 1 ORGAN GUN CREW 2 ORGAN GUN CREW 3 ORGAN GUN CARRIAGE ORGAN GUN AXLE 
020504101 020504102 020504103 


020504106 020504107 
A COMPLETED DWARF ORGAN GUN CONSISTS OF: 


1x ORGAN GUN CARRIAGE 
1 x ORGAN GUN GUN BARREL 
1x ORGAN GUN FRONT PANEL 
1x ORGAN GUN LEVER 
1x ORGAN GUN COUPLING 
1 x ORGAN GUN CREW 1 
1x ORGAN GUN CREW 2 
1x ORGAN GUN CREW 3 
4 1x PLASTIC WHEEL SPRUE 
ORGAN GUN FRONT PANEL a 
020504105 


ORGAN GUN LEVER 
020504109 


ORGAN GUN GUN BARRELS 
020504104 


Organ Gun and Bolt Thrower Designed by Norman Swales, Crews Designed by Colin Dixon 


Not suitable for children under 36 months due to small parts and essential pointed components. All mode's supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 


UNDEAD 


ARMOURED SKELETON COMMAND 


A COMPLETED ARMOURED # 
WIGHT CHAMPION CONSISTS OF: Fi 
b 1 x ARMOURED SKELETON WIGHT 


| CHAMPION 
4.x PLASTIC SHIELD 


A COMPLETED ARMOURED 
SKELETON STANDARD BEARER 
CONSISTS OF: 
1x ARMOURED SKELETON 
STANDARD BEARER 
1 x PLASTIC SHIELD 


ARMOURED WIGHT ARMOURED SKELETON ARMOURED SKELETON ARMOURED WIGHT 
CHAMPION DRUMMER STANDARD BEARER CHAMPION 
020703701 020703802 020703801 


ARMOURED SKELETONS 


ARMOURED SKELETON ARMOURED SKELETON 
WITH SPEAR 1 WITH SPEAR 2 
020703601 020703602 


ACOMPLETED ARMOURED 
SKELETON CONSISTS OF: 
4 x ARMOURED SKELETON 
WITH SPEAR 
1x PLASTIC SHIELD 


ARMOURED SKELETON ARMOURED SKELETON ARMOURED SKELETON 
WITH SPEAR 3 WITH SPEAR 4 WITH SPEAR 5 


020703603 020703604 020703605 z 
CITADET. 
MINIATURES 


Designed by Aly Morrison 


Not suitable for children under 36 months due to smail parts and essential pointed components. All models supplied unpainted, 
© Copyright Games Workshop Lid., 1997. All rights reserved. 


EPIC 40,000 


TYRANID DOMINATRIX 


THRONE BACK 
030600105 


BODY LEFT SIDE BODY RIGHT SIDE 
030600102 030600101 
& 
THRONE 
030600104 


ACOMPLETED TYRANID 
DOMINATRIX CONSISTS. 
OF: 
1x RIGHT BODY 
1 xLEFT BODY 
1x HEAD 
1x THRONE 

1 x THRONE BACK & 


TYRANID DOMINATRIX 


TYRANID HIVE TYRANT 


HIVE TYRANT 1 
030600201 


TYRANID SWARM SPRUE (SHOWN AT 85% OF ACTUAL SIZE) 
0306001 


TYRANID SWARM SPRUE CONTENTS: 

LM 3.x TYRANID WARRIORS, 1 x LICTOR, 5 x GENESTEALERS, 10 x TERMAGANTS 
HIVE TYRANT 3 5 x HORMAGANTS, 5 x GARGOYLES 

CITADEL 030600203 DET 
ADNIATURES 


Designed by Alan Perry, Aly Morrison and Dave Andrews 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd.. 1997. All rights reserved. 


EPIC 


TYRANID ASSAULT SPAWN, TRYGON 


4 


TRYGON BODY TRYGON CLAWS TRYGON HEAD | 
030601102 030601103 030601101 * 


te | 
by og 
A COMPLETED TYRANID 
ASSAULT SPAWN, TRYGON CONSISTS OF: 
1x TRYGON BODY 
1x TRYGON CLAWS 
1x TRYGON HEAD 


TRYGONS 


TYRANID BIOVORES 


ie i BIOVORE 1 BIOVORE 2 BIOVORE 3 BIOVORES 
ee 030600601 030600602 030600603 


TYRANID EXOCRINES 


EXOCRINE 1 EXOCRINE 2 
030600901 030600902 


EXOCRINE 3 
030600903 


EXOCRINES 


Designed by Dave Andrews and Paul Muller and Mike Perry 


Nol suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 1 


EPIC 40,000 


TYRANID CARNIFEX 


CARNIFEX HEAD 4 
030600806 


CARNIFEX HEAD 2 
030600802 


CARNIFEX HEAD 3 
030600805 


CARNIFEX HEAD 1 
030600801 


A COMPLETED TYRANID 
CARNIFEX CONSISTS OF: 


1 x CARNIFEX HEAD 
1 x CARNIFEX LEGS 


CARNIFEX LEGS 2 
030600804 


CARNIFEX LEGS 1 
030600803 


CARNIFEXES 


TYRANID ZOANTHROPE 


¥x 


ZOANTHROPES 


ZOANTHROPE HEAD 1 ZOANTHROPE BODY 1 


ZOANTHROPE HEAD 3 
030600705 


ZOANTHROPE HEAD 4 
030600706 


030600702 030600701 
* 
ZOANTHROPE HEAD 2 ZOANTHROPE BODY 2 
030600704 030600703 


a 


ZOANTHROPE BODY 3 
030600707 


A COMPLETED TYRANID 
ZOANTHROPE CONSISTS OF: 
1x ZOANTHROPE HEAD 
1 x ZOANTHROPE BODY 


Designed by Paul Muller 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 


EPIC 40,000 


TYRANID BIO-TITAN, HIERODULE 


HIERODULE FRONT LEGS 
030600402 


HIERODULE 


HIERODULE HEAD 1 HIERODULE HEAD 2 HIERODULE RIGHT LEG HIERODULE LEFT LEG HIERODULE BODY 
030600401 030600410 030600404 030600405 030600403 


| 
{ 
| 
A COMPLETED TYRANID BIO-TITAN HIERODULE CONSISTS OF: | 
1x HIERODULE BODY | 

1X HIERODULE HEAD | 

1x HIERODULE FRONT LEGS | 
1 x HIERODULE RIGHT LEG | 

1 x HIERODULE LEFT LEG | 
1x HIERODULE RIGHT WEAPON 
1 x HIERODULE LEFT WEAPON } 


HIERODULE RIGHT BIO-CANNON 
030600412 


HIERODULE LEFT BIO-CANNON 2 
030600308 


HIERODULE RIGHT CLUSTER SPINE 
030800406 


HIERODULE LEFT RAZOR CLAW 
030600311 


Ss 


| CITADEL 
| MENLACU 


Designed by Dave Andrews 


Not suitabie for children under 36 months due to small parts and essential pointed components. Ail models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 


— 
TYRANID BIO-TITAN, 
HIEROPHANT 


HIREOPHANT FRONT LEGS 
030600303 


HIEROPHANT 


Le 


HIEROPHANT HEAD 1 HIEROPHANT HEAD 2 HIEROPHANT RIPPER TENTACLES HIEROPHANT BODY 
; 030600310 030600301 030600310 030600304 


A COMPLETED TYRANID BIO-TITAN 
HIEROPHANT CONSISTS OF: 
1x HIEROPHANT BODY 
4x HIEROPHANT HEAD 
1 x HIEROPHANT FRONT LEGS 
1x HIEROPHANT RIGHT LEG 
1x HIEROPHANT LEFT LEG 
ae wae 1 1.x HIEROPHANT RIGHT WEAPON 
1x HIEROPHANT LEFT WEAPON 
3.x HIEROPHANT RIPPER TENTACLES 


HIEROPHANT LEFT BIO-CANNON 2 
030600308 


HIEROPHANT LEFT LEG HIEROPHANT RIGHT LEG 
030600306 030600305 


HIEROPHANT RIGHT BIO-CANNON HIEROPHANT RIGHT RAZOR CLAW HIEROPHANT LEFT RAZOR CLAW 
030600312 030600309 030600311 


CITADEL. 
MINIATURES 


Designed by Dave Andrews 


Not suitabie for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. All rights reserved. 


HARUSPEX BODY 1 
030601301 


HARUSPEX BODY 2 
030601305 


HARUSPEX BODY 3 
030601306 
| 
N 
a % 
| 
ES 


030601201 


MALEFACTOR LEFT ARM 1 
030601202 


4 


oy 


MALEFACTOR RIGHT ARM 1 
030601203 


MALEFACTOR BODY 1 


TYRANID ASSAULT SPAWN, HARUSPEX 


4 af 
Jug 


HARUSPEX JAW 1 
030601304 


HARUSPEX JAW 2 
030601307 


be 2s 


HARUSPEX JAW 3 
030601308 


HARUSPEXES 


MALEFACTOR LEFT ARM 2 
030601205 


MALEFACTOR RIGHT ARM 2 
030601206 


MALEFACTOR LEFT ARM 3 


MALEFACTOR RIGHT ARM 3 


EPIC 40,000 


HARUSPEX LEFT ARM 1 
030601302 


HARUSPEX LEFT ARM 2 
030601309 


HARUSPEX LEFT ARM 3 
030601310 


ACOMPLETED TYRANID 
HARUSPEX CONSISTS OF: 


1 x HARUSPEX BODY 
1x HARUSPEX JAW 
1 x HARUSPEX RIGHT ARM 
1x HARUSPEX LEFT ARM 


TYRANID ASSAULT SPAWN, MALEFACTOR 


MALEFACTOR BODY 2 


030601204 


030601208 


030601209 


HARUSPEX RIGHT ARM 1 
030601303 


HARUSPEX RIGHT ARM 2 
030601311 


HARUSPEX RIGHT ARM 3 
030601312 


MALEFACTOR BODY 3 
030601207 


ACOMPLETED TYRANID 
MALEFACTOR CONSISTS OF: 
1 x MALEFACTOR BODY 
1 x MALEFACTOR RIGHT ARM 
1 x MALEFACTOR LEFT ARM 


MALEFACTORS 


Designed by Dave Andrews 


Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted. 
© Copyright Games Workshop Ltd., 1997. Ail rights reserved. 


CITADEL 
MINIATURES 


EPIC 40,000 


TYRANID HARRIDAN 


HARRIDAN BODY 
030600501 


“ 


HARRIDAN LEFT WING 
030600502 


ACOMPLETED TYRANID 
HARRIDAN CONSISTS OF: 
1 x HARRIDAN BODY 
1 x HARRIDAN LEFT WING 
1.x HARRIDAN RIGHT WING 


TYRANID DACTYLIS 


Ce, 


DACTYLIS BODY 1 
030601001 


DACTYLIS RIGHT ARM 1 
030601002 


DACTYLIS RIGHT ARM 2 
030601006 


DACTYLIS RIGHT ARM 3 
030601009 


Not suitable for children under 36 months due to smail parts and essential pointed components. All models supplied unpainted. 


DACTYLIS LEFT ARM 1 
030601003 


£3 


DACTYLIS LEFT ARM 2 
030601007 


DACTYLIS LEFT ARM 3 
030601008 


DACTYLIS BODY 2 


030601004 


HARRIDAN RIGHT WING 
030600503 


We 


HARRIDAN 


DACTYLIS BODY 3 
030601005 


A COMPLETED TYRANID. 
DACTYLIS CONSISTS OF: 
1x DACTYLIS BODY 
1 x DACTYLIS RIGHT ARM 
1 x DACTYLIS LEFT ARM 


DACTYLIS 


Designed Dave Andrews and Alan Perry 


© Copyright Games Workshop Ltd.. 1997. Ail rights reserved. 
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GAMESS WHATS THIS THEN? 


This is your Mail Order form. Now that yau've seen all the models and new releases in this issue, we know that you 


VAN SL GAIEVGY®) can't wait to get your hands on them. All you have to do is fill out this form, stick it in an envelope with your payment 
WORKSHOP. and post it to the address shown at the beginning of the Mail Order section. 


DESCRIPTION PUBLICATION/PAGE PRICE 


CIRCLE OF BLOGD P 


(U2). 9629 0111 MAI 


SUBTOTAL 
Please start my White Dwarf subscription with issue number: . POSTAGE & PACKING 


| would like the following White Dwarf Back Issues 


..(choose six). | GRAND TOTAL (TOTAL + P&P) 


Please start my Citadel Journal subscription with issue number...... 5 See the previous page for postage rates 
and other notes. 


NAME Sp ccereee crete ee crevcivssctbce tocestecsdhcccaptssdesobeetae ADDRESSS oo..cccccccccccccecccsesesccrecseeessvesscssenscsesveves 


Method of Payment: Cheque O Money Order O Mastercard Q Visa Bankcard O 


Card No: QUOQ) OOOO 0000 0000 O00 Card Expiry Date: 


Card expiry dates oo... cece Cardholder Name: 


Cardholder 
SSUQUURDUNGS oss scataccesececvsaisee caren yes sesscenssanees ss vaperinrssaeerinsaeeaisivine 


Please feel free to photocopy this form. 


(Ai, Vive O (V2) JG29 0111 MAIL ORDER 


Oo Tvl 


WHITE DWARF 
SUBSCRIPTIONS! | 


Every month White Dwarf brings you the latest news 
from Games Workshop and Citadel Miniatures, together 
with battle reports, tactics articles, modelling guides, 
painting articles, new releases and much, much more. 


SO WHY SUBSCRIBE? 


*Keep up to date with what’s 
happening in your hobby. 


eYou’ll never miss an issue. 


«You'll receive the 
Mail Order special offers 
and Advance order flyers. 


* You get a FREE box set of 
miniatures to the value of $22.95. 


*Each issue is only $10, 
and is Postage FREE 


*You will receive your 
copy on the day of release, 
delivered direct to your door! 


* to the value of $22.05 


To subscribe, simply fill in your name, address and payment 
details on the Mail Order form on the next page, telling us when 
you would like your subscription to start, and which FREE box 
set of miniatures up to the value of $22.95 you would like. 


WITHIN AUSTRALIA 
12 month Subscription: $120 for 12 issues 
(plus a box set of miniatures up to the value of $22.95 FREE!) 
OVERSEAS 


12 month Subscription: $170 for 12 issues 
(plus a box set of miniatures up to the value of $22.95 FREE!) 


THE CITADEL 


The Citadel Journal is packed full of articles on a huge selection of 
Games Workshop games. So if you're looking for optional rules, tactics 
and a variety of modelling ideas pick up a copy of the Citadel Journal for 
only $15.95 a copy!(overseas $19.95). We have a limited selection of 
back issues including 16, 17,18, 19 and 20. 

Issue 21 of the Citadel Journal is available from Games Workshop Mail 
Order for $15.95 (overseas $19.95) with FREE postage and packing. 

A six issue subscription to the Citadel Journal is also available for only 
$69 in Australia and $99 overseas. 


Use the form overleaf te mail order Games Woikshop pioducts and Citadel 
Miniatures from this or any recent issue of White Dwarf When you have totalled up 
your order, please don't forget to add the postage and packing chaige PLEASE 
PRINT iN BLOCK CAPITALS AND USE A BLACK PEN 


METHODS OF PAYMENT 

You can pay by cheque or money order made payable to Games Workshop Lid 
Alternatively, we take Mastercard, Visa. and Bankcard {f you wish to pay by credit 
card, please fill in the relevant details on the form overleaf If you have a credit card. 
you can place an immediate order by phoning our Mail Order Hotlines — but make 
sue you have your card with you when you phone 


DISPATCH & DELIVERY 


So that you get your games and mintatures as quickly as possible we always 
dispatch your order via our express delivery service All orders placed before noon 


are dispatched on the same day 

POSTAGE & PACKING 

Within Australia: Add $5.00 

Overseas: Add 40% of the otder value. If you pay by credit card, postage & 
packing will be charged at cost if less than this (mimimum P&P $19 00) 


LLL9 6286 (zo) © HaaHy 


INFERNO! ISSUE 2 OUT NOW! 
; oid 


«© INFERNO! - 68 pages of rapid 
@ fire action set in the worlds of 
* | Warhammer, Warhammer 
_- 40,000 and Necromunda. Issue 
© 2 is packed with short stories, 
comic strips, cutaway 
diagrams, photo features and 
magnificent illustrations. 


4 | CIRCLE or BLOOD Giitje a Fing 
\ Pal Zz = Si 
——an 


IDOL OF GORK CIRCLE OF BLOOD GRUDGE OF DRONG 
~ FOR THE ORC ARMY! ~ FOR THE UNDEAD ARMY! - FOR THE DWARF ARMY! 


Grotfang, warlord of the mighty Iron Claw The Vampire Red Duke leads his Undead © Dwarf Lord Drong takes arms against the 
Ores, fights to drive Empire settlers out of hordes against his bitter enemies the High Elves in his bid to win a kingdom 
his land. Contains a complete settlement Bretonnians. Contains the Tower of and a bride! Contains a complete Dwarf 
of Orc huts, plus idols of Gork and Mork Wizardry, gravestones, a hero’s tomb, brewery comprising of a brewhouse, 
as well as a ruined keep. a mausoleum and a bridge. a drinking hall, and an ale store. 


Each Campaign Pack contains alternative army lists for use against a variety of different opponents. 


